
The Resource for the ATARI CLASSIC and the ATARI ST 

Issue 65 December/January 1993 



PONTOON 

a neat version of this classic 
game for you to type in 


FOm ATARI CLASSIC 

A NEW MAPPING THE ATARI? 

Extracts from a forthcoming book 

TOKENISED BASIC 

A utility to explore the inner 
zvorkings of Basic 

DIRECTORY HEADER 

Add a professional touch to ffour disks 

BUILD YOUR OWN WRITE PROTECT SWITCH 

PU\YER MISSILE GRAPHICS 


FOR THE ATARI ST 

TRANSFERRING FROM THE ST 
TO THE XUXE AND BACK 

ZOOL 

Seems to be the game of the year! 



PLUS ... MAZE PRINT... UTTLE MEXICAN... MINI WRBOS... TOUCH TYPING DRILLS... TURBO LOAD TAPES and loads more 



























REGULAR CASSEHE BARGAINS FROM PAGE 6 


You know that these cassettes can work out at only 95p each 
but now you have OVER 40 TO CHOOSE FROM - check the 
Accessory Shop pages in this issue and mix ‘n’ match from 
this page and the price can be as low as 95p each! 


I FREE - MASTER CHESS when you orkrUrmoncmem 




TRANSMUTER 

A rt«w Wnd el weipcn. Thl« ed'H ertedt 9am* 
•xcetlent imoeOi eerolling. hKredIblo 
lomM, voeier grephlee MCilono end wbMrro. 
rtoon eavoma. ftal rMcBona and a eoel narvt are 
a nacaaaitv. UuaK by Oavld WHHUbar 


PROTECTOR 

Aaaignaa 10 Fan huekar. tna M Muy lliltapan 

la to Oacema the aaai cMaoar piiet Ma aMi of «ia 

Pan eunam. A raa> hroMcaari Veto fiuaaton aenaMto 
el a ■ampu aa—af wda bahmen yotoeell mto 
eAhec wtodw* pam or a woutor ccfroHad hPV 


REVENGE II 

Tha Hutatad bO foot high, laaer aoirang daath 
camala hawa rebeltod againal their capwra dia 
Zryaidana aM are out tor revengal All acBon, 
highly graphleol ahoottom.up from Jeff hbntar 





KIKSTART 

Tha lAiUmaia ett*road moierWIia acrambla almu^ 
tor, OuWa your rider earafuHy over oia oftataelea 

In thia M aeDbn aMnulaler lor i playor aoainat the 
oomputar Of i piayera a^ainat eaan otMr aa ««ii 
aaiha eieM 


ROGUE 

You are die AQOUC. vawi waaaion le to aiiroh 
die Oungaona of Ooom ter Oia Amulat of Vander, 

In dia dungaona you iMH fM awiy dtoiga to a*d 
dto «uoa) tor the AnudaL You atoe artoouMor 
toaraome monatora and handlah mpa that will 
chaAanga aA your afclt 


DESPATCH RIDER 

Jew toe growing eana al Mrael iiwona • ihoae 
toarliM hardare whntorrey tha poputoOon of the big 
aWaa >e gat the paroela chreugh Man your movaa ta 
naha aewa money, but aan*! lau Me long. tww i# 
alwayeehan OaM an Inatani mache raWg and Pa ■ 
drapitoh iMar wan Wa an achon aimuiaaon 





180 

Whal can wa aay? A graat dana ehaHanga. f Ighl 
eppcnanta, dIglUaed apaach, two player epdon. 
live loyadeli control, KiH matchplay acorirtg, a 
aenae el humour, auperp playobdHv. Ihla one haa 

It aMl 


UNIVERSAL HERO 

Owy aavan aaoanda Ml to aava Oia ptonae UMweraai 

Anddif bha to repair a anvtiie to gal to a pianat to 
pna ito die aparaa to mand a apaaa haigMai whttMe 
am ef aaneoi told abOto to blew Mn toto Ma ahtotoaa 
of galling aaafc to aarth to tion 


INVASION 

HobWaa your unHa am pregwo for ba«a. Thia all 
aaoon aeaoa oonWot raqubea aWI atratogy and 
tacdca. You muat da ahoy Ihe weedier eon^ 
aliUon m order w wfn the MtSe but every meve 
you make me enemy wM oounlar, and rh^'ra 
vmhlng lor you le make juM orte fatal allp up 





SIDEWINDER II 

n M 27 yeara ainoe tha nrtai bawa of tha whh 
the eMena. 27 yaara el paoce have raignad lr> the 
Waatem tekal Arm of tha Oalar^ AA IMa la 
abeui 10 enanoe, $tap aboard your erafl and pr^ 
para le dofat^ mankind In iNa all acBen apace 
blaal 


HENRY’S HOUSE 

UM H» 6MI Ml sw 


LOS ANGELES SWAT 

Spec,lal AaoIgnmenL Raaeua Ihe heatagaa from 
die torrortat ganga holding out in VfealV a Ooan 
up Vw ftraeto, Bww awey the bed guye and ba a 
hm on nafwohi T V1 Fan and you won't ba 
eeming back M waieh R, AA aciton fayaSch band* 

Mg oambbi for ihoaa with cha aUl le aurvival 

womaim ■> No paiA *— toaOWrMona*. torauah 

poeatotowa ato>atoaaa«aaiKhiiii>| ihiiiiii, to ♦ anai 

rewowam « an* or aw aan Man eoMO *1 aa Haw 






GHOSTBUSTERS 

Haa anybody aaen a gnoar7 uaner of fact yea 
they ha^l At dUa ve^ moment hur>drede ot 
ghMta ere mahlr'g lhair way le dw Infamaua 
apMk «dnuat OnV you can uve lha morld from 
a diaeatar of Pibllctf properllona. 8e 90 and ahovr 
’am how you do HI 


BOMB FUSION 

A torrortot gang ttoa plaraad bentoe throughout 
dia SiWncaia touctoar Precoaalng FtoM and you. 
aa ti auper hero {oa oner Ihe Bom AflakT have 
to go In and aave ihe plant and poaatofyBie 
Worthern Mandaphara hem diatrueean 


SPEED ZONE 

Enter die Spaadzona Mi a frandc defanoe agalnai 
maraufing eHan reroaa. A aurvay aMp sant into 
lha area eemaa under atMcA. Aa an anamy vaaaal 
drawa eloaar your 'STARFMC’ tiata enoak craft 
MMunched 





NINJA 

Blaala ma btfl off an other martM ana 9amaai 
That’a all H aaya on d>a Ir>liy1 Somaona aura 
raekona dua la Ihe Deaf pun>Mng. kickMd, due*. 
In9 and diving game arauod 


MILK RACE 

Cyotoig t.OQdmIlaatorto rnaanfaai'andm 
eouldand ue faoEng prady anhauoiad by fia dm# 
MM've flnlOM ptoytog dda auptob root OkmM 

Sen dealgned aapeoaPyln corduncden vddi die 

FEUD 

To win al Faud you muac 'eul.apall' your rival 
WlMd Laaneric. Mi Klaki'a harb gardan you will 
find Pw (ngradMnta for your apeda but tread eart. 
fuPy aa atrwiga dHnga can happen in thIa game 
el magle and (rryatory 





ROCKFORD 

Tha oMy trua arcada vararon 01 dia clatilc gama 
Bouldardeah There are four leveia On each of hve 
dHfareni worlda with four aereene on each level. 

H aa adda up to tighcy fotKlv dWterarH playing 
acraena. 

INCLUDES FREE OAhlE • CRYSTAL RAIOEH 


GUN LAW 

Poto meiahe ol aioedy aaen Bttadia ttoi* Man thee 

•BBCha have been made on yOto weapon atomo. toey 
atoOoyod whtoyou aatod not ty aawy. You atm M 
to alena againa) nMaaa and btoodaurely uaara 

wHh |uai a aingle MCfdie giai 

PANTHER 

Save Ihe Met humane on Xenon bafori the cllen 
hofdei tom Cham Mile Sunday roaall Taka your 
ground anack #ap through Pile 30 acrolling 
nwga ahoof’om.up Mth groat grophlea and unbf' 
SevaWa eeundiraek 


Any one cassette £1.95 - any two £3.50 - any three £5.00 - any 4 £6.50 - any five £7.50 

or select ANY TEN CASSETTES FOR JUST £9.50! 

All pricM inQUi«iv« of po$t»g* 


CHECK THE ACCESSORY SHOP PAGES FOR MANY MORE BARGAINS 


USE THE ORDER FORM ENCLOSED OR PHONE YOUR ORDER TO PAGE 6 AT 0785 213928 
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SUBSCRIPTIONS 

Annual aubicriptlon ratM (6 i—uta) 


UK ei8.00 

Europa (Air MaH) C17,00 
Elaawhara (Surfaca) C17.00 
Elaawhart (AJr MalD t23.00 

OWMH iMM i«M ssfy IN tfNnnc* n MU omM 

NEW ATARI USER ON DISK 

A d4k eontalniM all of tha a*bH programa 
from Men laava of NEW ATARI U^R H 
aviiiaaia aftnar aaparataty or on auberlp- 
tlon. SlRflla prica £2M par «ak, Subaorip- 
tion rataa |6 laauaai 


UK U9.00 

Evropa C32.00 

ElaMrhara (aaa) €32.00 

Elaawhara (Air) €42.00 


Plaaaa maka chaouaa payiMa to RAO£ ft 
fUBLiSHINO arid aanO (o tha Edftorial 
aOdraaa ahown balow 

SUBMISSIONS 

PAQE a weleomM me ancoutapaa a* Naoar* io 
•uOmR, antctaa, programa ano ravwna ler puwi' 
cation programa mwr Da Hriimmaa on Mk or 
caaiini, arVclaa ahctM wharavar fraaPiH iw 
•ubrnmad m tiKi Waa on olak w* aaak lo #»• 
oooraga your partictpaiion ana Oo net heva atta 
rulaa for auDmiaatcna. if aomaOMig muraai a yov. 
•Titf a program or araSa anO auDM af 

Mi on^nal waa. programa me eOiar ireiariar 
IT NEW ATARI USER • eepyrtgnt ol Pia aiANv 
aa eradtwi. Ml uncrarAad manret ia copyrtgM 
PAGE e UNaai OOnWWg ti* Oy4n« All RM 
Raaarvao’ vry maWW W> NEW ATARI U$€Pl 
mey ba raproOuead by Uaar Oroupa and elhar 
ner-proM maUng orgawbona oroMdad 9mt tm 
aumora namt la incfudad and PAGE i la endliad 
aa ma original pubHthar. rafmminii to pubiari 
itiaurnarg ihould Ot W9m0 PAGE B a 
th« author EdBora of nawatadara raproAidng 
malanal art raqueaiad le aand a copy of lha 
rWavam laaut ka tm EAomI iiljnw of PAGE 
6 Whilal wa lake wh cle rar ata^ wt can to 
anauit lha acarracy of arUtoaa and orogr a rea and 
thf cor>iama of advartaamana, PAGE 8 u toi ed 
ba naie Hbta for any amn or detoe rneda try 
advantaara 

ATARI rM) « a ragalarad Mtaraii d ATARI 
CORP All ratocancea aheuld ba ao rwiad 
NEW ATARI USER to an «r«apanMnr pmtcmon 
arxf hai rw eo nna ci ton*tBi AlmorMilh anyotv 
eomoany or pubHaha* 


The next issue of 
NEW ATARI USER 
Will be on sale 3l8t January 
Editorial copy date Is 18th December 
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THE CREDITS 

All or Ihc usual stuR is on page 3 bui here are 
(he people who made thjs issue possible. 

Les EUiogbani is amased at havtnl survived 
luiolher year ai probably the most drpresalng 
lime Tor all of us in oiany ways. The recovery 
ihai only tlir pobiicians with gutde does can 
see might conie along itexi year but wdl life 
ever be tlie same as we have enjoyed ii ia 
past umrsV 

SaadT IS amazed thal none of the wtdves 
ai ciully made It ihrough Ihe door (well, only 
one or iwo rlldll 

Paolette is ama^rvd (hat she siill has a job 
but she deserves lo have one lor sucking wiih 
II 

tvsfyoos Is aniased that Atari are still 
.uound after all Ihe effort (hey put into trying 
to bet'onic the world's least protnineni coni> 
puier manufacturer 

The Regular Conirlbuiors. who provide the 
backbone of the mngaslnc and ran generally 
be relied upon lo come up with good articles 
and reviews, are 

John $ Davtsoa Stuart Murray 

Paul Riaon laa FloJaysoa 

Allan J- Palmer Nle Bavlngtoa 

The Tipsier 

All Other roriirlbutors lor this issue arc lndl> 
viduilly credited alongside thetr articles or 
programs. Thanks to everybody for faring 
ihrir enihustasm with other Alarl users. 

IM anv of wnu see hM> ertH’lc 1 wtvtrjof ST REVZew 
sAoui iSe Alan OosiMCs? IfeU. ai lvBeieAepe«Mn 
u'rDfr rn uTih congninMnene on iSe artale and on Me 
P'oreeds ( u>as able le invest tn a madesi fru neu' 
CD's F^rem Mr lof^ IlM I cFwse ClANKADs OAlveA 
and (X/g TlUB lU eO£iV Jrom J 0.000 /VI** 

a long time of on/vipoiKM boM were a Hde Ms* 
appQiniing. nodung ready uireng wUh Men. jaw mo*r 
of rhe name As new oppeeiuntttet l e Mv si cwnr 
noiMdows / Mcs«y^ r I u-MiU (aPee « chance en some 
dlfferr/M and ptrked AUPY CHAftN CAKftM 
TEH'» 1900 album Shaadng Stralphi is Me Uer* 
BrUlioni' 5Ae Is someofw wAe 1 Saur been tempted by 
ever Me pears but have oAvogs barked awop^/hsm 
Obvioustg (Had onli^ beard the tb/pumwop tfwiis 
be/creOuC Me reoAp gMid nnrs orp evt and Mil 
classics. CtrePleni Ut^yMal Aas been glaped obtioal 
ci»nrrsyou»lp AS tbrs tssve has come repetberar's «n 
(be jPiene.s »ou*'J rrmiMe rs sAe Aoj mere eui so 

(but udds la Me long, long liec. 3nN,>Qr tbe flru iww I 
baiv gM a long Cbriatmoa Bst Let «*w now ifenpone 
u'onts a cepw' 

The aeirl Imu« of N1V ATAJU VSttL could fostar* 
YOVft article or pfogns. 

M> SBpro IT 01 HOW! 


TAOf, t JtiM whei you etm Sv mtlS femr bSW 
4 TAJU ISkH Mr «Sr«ri htrw ertmnl 4m»rrB •HlH Aien 
ee>^emeiti. utHtm/lj m Ar Tl kv meet lett/y ■ Mefm 

1 C fehrr tnfj, •*» etedi HC' 'i er iM 

fxerpao* of Mr /Tse/ owpw mm tl te immead sir wr e<M 
l■•k^w r«or- emm^m flu Ote ySw w oM kfSSli rrrrydbog 
a Am# ne Mr .IT. Mefdt*err ulfMet « .Sf? rofffMrd 
M e.WW. S>*I2S AfeeiHr. .Suer* **^1 Iferd Ms*. M Amft 
M%rr rniVf*. <*«»• FM> ^fMfrr, rVSIAl 

/.<eie;, xnsi M ^*v#, SlSdtU^^rt, tss metfee*. MC 

WiJ ^snr Hrutcipei lords fmiB eW Fleet 

Sntrr CsMiMrr it (khet «9f1»«rr Mchdrs Kemm, Tee*- 
Telk. Turko Besu end ■annw <ualem rnW rii riw%iMm\ mm 
Iht XL. l£'. Aftidn eM^wfrva tmtinirfl* ~rt tfshob 
«r« •vbjreltd Im emnaue cMso imsre emg r oe u bi;|brr 
Armf /Buuftrree ttrass W (M f T va TaHFTAIA. AM 
tdktng IS dsnr wA Fntejt eod fmfn mew M mm -•* Alnr 
SletM AvNuArr. A ^ avS Mr fimitM fg<s tt Htaoefltl 
files u setk v s ffpeseiting btireea he he mwek^ mm m Ltm^wm 
oma.Mejfitmv.^oMfmseimw semtbmei ismtajmsfem 
lee item. llremOrdmei wmet! AMlketnkfla M d^ IS Mr 

bViae* 

WrP, M't me 4inrr ar rur m^ lAmt bm fmi, tte the iMtmi 


Sdct^^Ual 



A s 1 was putting ihis issue together I came to Allan Palmer's latest Mailbag 
and was amazed lo see that this issue complete s his first year as Mailbag 
editor. Another year draws to a close and we siUl seem to have a great deal to 
say about (he AUrl Classics. 

Every time I do an issue nowadays I start to woriy that there might not be enough lo 
fUJ the pages but each time there has been plenty and the quality does not seem to 
have diminished. In fad. as I look at tbe final draft of this one 1 am astonished ai Jusi 
how good n la after all these years. Of course, the credit goes to all of the dedicated 
readers who have stuck with their chosen hobby and have been motivated to share 11 
wiih oihers and ihe Wks who have written regularly for us for a number of years. The 
mainstay of the magazine for all those years has been the regular' contributors who 
hav'e turned in many fine reviews and ariicles time after time and 1 musi thank them, 
on your behalf, for another fine year's work and support. 

POLITICS! 


For many of us this past year has been one of the worst of all time with Job security 
evaporating and hopes of better times raised and dashed by a governmenl that really 
has lllile idea of whai lo do to change the situation. By the Itme you read this the 
Budget wtu have come and gone and thousands of folks will know whether they can 
locdt forward to struggling through yet another year. If there are changes in VAT. as 
looks likely, then you can be sure that everybody will be hit. If VAT goes on 
newspopers. books and magazines then those who can't afford It will be hit (he 
hardest. If you are out of wofk you might buy a paper every day Just to look for a Job. 

If you are on income support then you might put a bit aside to get ihe kids some 
comics. You might even consider that books and magazines are more essential for 
your childrens education than computer games and nghlly so. Whatever, you will 
have 10 pay extra whether you are rich or poor. Of course a tiny Increase In Income tax 
would have the same benefit to the exchequer and would affect only those who pay 
tax. those who have a greater choice in whai they can buy. but this governmenl has 
made its pledge to reduce income tax even If II means that many people who are trying 
hard lo become tax payers arc pul out of business and on the dole. It is a good Job 
that the government doesn't design computer games. Can you imagine it? All the 
games tvould be the same, there would only be one way of playing with no variation. II 
ivDUldn't matter how many of (be goodies died along the way and you would play for 
years and years not knowing exactly what you were trying to achieve. You wouldn't 
buy those games would you? 

Sorry to waffle on like this bul. for the very first ume in my life. I am getting annoyed 
at what Is going on in (he world outside. 


SEASONS GREETINGS AND ALL THAT 


Lei's fwgel all tbe doom and gloom and celebrate what we have achieved. Page 6 Is 
ten years along the road and determined lo keep gc^ng. Many of you have been with 
us for many years and are siUl as keen as ever. So lei us end this year on a high note 
and give thanks for past and future successes. 

1 wish everyone reading this a very Happy Christmas and an interesting and fulUlling 
New Year. Oh. that I could have said a Prosperous New Year, but let's not set our 
sights too high. 


-Zfi SHin^ftam 
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n/n REVIEW 


TURBO TAPE 

Checking out Micro Discounts Turbo Tape Deck 


I f you were reading New Atari User when it was published 
under the 11 lie of Page 6 Magazine then you may well recall 
adverilsemenis from a company called Rambil. Among several 
products they advertised a lape deck conversion kll lhal enabled 
c asset IPS to be loaded at super fast speeds, but the roam drawback 
was lhal you had lo be handy wlih a few 10^ In order lo convert 
your own recorder and It was r>ol exactly easy lo convert your 
tapes. Now, Micro discount have resurreeied the Rambii device 
and can supply XC13 cassette decks ready to run al lurbo speed 
logeiher with a good selection of commercial games ready lo load 
In high speed format. 

THE TURBO RECORDER 

If you already have a cassette recorder and are handy wiih a 
soldering Iron then you can purchase a Turbo kll and insiaJl it 
yourself but the majority of users will be happier to purchase a 
ready converted unit. 

The XC12 TURBO RECORDER front Micro Discount coals £43 00 
plus £2.50 postage and only needs lobe fugged Into your contpu* 
ter. It wtll load all standard lapes as well ss the High Speed formal 
so that you have no worries regarding your existing sofiwsire 
cnllfcilon. All your present lapes will load but only at the usual 
speed If you want lo lake advantage of ihe High Speed facilities 
then you will either have to convert your tapes or buy ready to run 
High Speed tapes from Micro Discount or Tiger Develo^nenls 
Several games and utilities are already available 

HOW DOES IT WORK? 

A High Speed lape has a special header that loads the Rambll 
program al normal speed taking about 25 seconds arwl six ’beeps' 
From there on the program blasts into memory al the highest 
speed obtainable and the loadUtg times are reduced by astonishing 
amounts es detailed in the table alortgside The load fmeess Is 
slicnl wiih Ihe usual loading sound replaced by on'ocreeri inTorma* 
lion consisting of a line at Ihe lop of Ihe screen indlealing how 
many bytes have been loaded mio memory and a screenful of 
garbage showing the tnformatlon being loaded. I have no idea why 
this Is necessary as It only serves lo make Ihe process look quite 
amateurish, as if the programmer couldn’t figure out how to shut 
ofl the screen. The status information at the top is quiie adequate 
to show that the load is progressing properly. Still It doesn't inhibit 
ihe loading and average load limes are so sbwt lhal It won't bother 
you too much. 

ADVANTAGES 

As far as games go. the loading times are im|vov'ed so much that 
you ore likely to play >' 0 ur favourite games much more often and 
you wUl wonder how you ever had the paiience lo load the games 
before, but the Turbo Recorder also opens up the possibilities of 
using more serious programs like word processors. 

Micro Discount sell a High Speed Word Processor on cassette 
which Is actual^ AlaelWriter Now. cassette based word processors 
have been available before but they' suffered the major dlsadvan* 


1 TURBO LOAD TIME COMPARISONS 


STANDARD 

LOAD 

TURBO 

LOAD 

ARCADE FRUIT MACHINE 

9 mm. 

7 sacs 

1 min. 

34 sacs 

AM AUROTE 

15 min 

5 sacs 

2 mn. 

21 sacs 

BUNKYS SCARY SCHOOL 

IS min. 

10 sacs 

2 min. 

17 sacs 

CAVERNIA 

12 min. 

5 sacs 

1 mn. 

IS sees 

PEUD 

16 min. 

25 sacs 

2 mn. 

26 sacs 

OHOSTBUSTERS 

14 min. 

40 sacA 

1 min, 

50 secs 

HENRYS HOUSE 

>2 min 

Ssacs 

1 min, 

15 sacs 

30CKY WILSON’S DARTS 

15 min 

26 sacs 

2 min. 

16 sacs 

LAS VEGAS CASINO 

1 $ nvn 

12 sacs 

2 min. 

17 sacs 

MIRAX FORCE 

14 mn. 

50 sacs 

1 min. 

50 sacs 

MOUNTAIN BIKE RACER 

15 mn. 

9 sacs 

2 min. 

27 sacs 

NINJA COMMANDO 

15 m*n. 

36 sacs 

1 min. 

45 sacs 

STACK UP 

6 mn. 

31 sacs 


50 sacs 

SIDEWINDER II 

10 mn. 

43 sacs 


60 sacs 

LA. SWAT 

10 min. 

Ssacs 


60 sacs 

THE LAST GUARDIAN 

14 mn 

Ssacs 

1 min. 

12 sacs 

TAQALON 

13 min. 

Ssacs 

1 min 

6 sacs 

TIGER ATTACK 

12 mn, 

i$sacs 

1 min. 

27 sacs 

TITAN 

16 min 

13 sacs 

1 mn 

46 sacs 

ZYBEX 

16 mn. 

35 sacs 

1 mn. 

50 sacs 


luge of taking ages lo load sjtd then ages lo save and load any 
documenis you have created The High Speed Turbo formal means 
that, al last, word processing becomes pracllcaJ on a cassette 
based system This verslou o( AloxlWrller loads in I minute 46 
seconds and wUI save and load in high speed The manual is on the 
reverse of ihe lape and c«nes in four parts with the total compris* 
mg 27 pstges uiten printed out. The first part of the manual takes 
Just 55 seemds to load, less time than It takes lo prmi it outr On a 
standard recorder this ml0)l lake up to 10 minutes lo load making 
any word processing session s long, drawn out, affair. 

Other serious programs available include PRINT 1^. a DTP style 
pr4^am for (he 1029 (Winter, an excellent drawing package called 
PAINTBOARD and also 'TURBO BASIC on cassette (complete with a 
photocopy of the manual that Page6pui logeiher' Ah. well'). 

WANT TO BUY ONE? 

If you don’t have a cassette deck al present then I can see no 
reason lor buying a standard deck when for about £ 10 extra you 
could have lhcXCl2 Turbo Recorder. All standard tapes wtll run 
and you have Ihe ^>por(unJty of purchasing high speed fonnal 
topes. These work out a little more expensive ai around £4.50 each 
but are well worth II. Spend your lime playing games rather lhan 
listening to them load! 

If you already have a casselte deck then you could convert 11 
yourself, and we hope to cover the conversion procedure in a 
future article, but you might prefer lo sell it on and buy (he XC 12 
'Turbo recorder. It Is, without doubt, the next best thing to having a 
disk drive. 

Les Ellingham 
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Wetl, the time to compile another 
column has come round ojrain. so 
It's time to boot up PaperClip and 
si/l through the post that has teen 
/orwarded/rom Ellingham Towers 
in StC{(ford. 

Allan J Palmer 


Allan J Palmer 
sits in the hot seat 
at the sorting Offfice 
awaiting your 
letters on all things 
Atari - get writing! 


Write to MAILBAG at 
Page 6 Publishing, 
P.O. Box 54, Stafford, 
ST16 IDR 


PRIIVTER SOLUTION 1 

In issue 64. Simon Taylor asked for 
assistance in using a Commodore 
MPS1230 primer with his Alan 65XE. Pas< 
ler than a speeding buUei. Tony Bingham 
from Lincoln responded as follows 
'f have bee n using a MP$I2S0 printer wtfh 
various XL and XE compuiers/or around 
three years and have encountered no real 
problems. The Mf>Sl2$0 has a standard' 
Centronics parallel connector and a serUi 
connector In fhe /orm ofaSptn IMN/emaJe 
connector (this urfforlunately was designed 
to work with something called a Comrnod- 
ore 64/129 only). The printer will workjlne 
via a parallel intefface It use the MlcroPrlnt 
onef. and as the printer can be adJusted/or 
different emulations. Epson FX60. IBM 
ProPrtnter and IBM C.P.. loirh uohous other 
Junctions such as corrtage return etc.. I 
Jound that a little bit iff playing around u>l(h 
these has been necessary. Some word pro¬ 
cessors on the Alan worked better ufirh 
different emulations. Foe example, ivflh the 
pein ter sel Jor Epson FXdO and using Atar- 
(Writers, the hash sign prints out as an 
English pound sign, luhereos luliA the SAM 
fScreen Aided Management by Power Per 
Post via Dean Garraghtyl word processor. R 
prints the hash symbol. I have Jound the 
MPS J230 to be a great Uttle workhorse and 
R can turn oul pretty good NLQ quality, 
although graphics lend (o suffer luRh a 
'banding* ^ect Jound on most 9 pin 
printers* 

Thanks for your help. Tony, which I have 
passed on to Siitwn. It's the contribuUons 
of assistance like this which will help keep 
(he Alan Classic alive and encourage peo* 
pie (o continue supporting our favouhle 
micro, t hope others wlU follow Tony's ek* 
ample and respond lo other questions. 


PRfJVTER SOLUTJOJV 2 

Also in issue 64. Richard Preston repor* 
led problems in using AlariWrlter* with 
his Panasonic KX'PI 123 printer and single 
sheets Fotlowing my suggestion lo Investi¬ 
gate the printer drivers produced by 
Ebchard Gore and available from TWAUG 
tP.O. Box 8. WaUsend. Tyne A Wear NE28 
6DQI. Richard Core himself has written: 

7 ukis pleasantly surprised to see my 
name mentioned in the reply concerning the 
printer drivers f wrote Jor TWAUC. Howev¬ 
er, I think Mr Preston ts approaching his 
problem the wrong way. I Jeel the best ivay 
to use this printer trhh single sheets is os 


JoUows. Write your document using AW* as 
usual but don't InuoVe the page luait Jea- 
tore. Be sure you haven’t disabled the prin¬ 
ter's poper out sensor, then uleuj your 
document using the 'Print Preview' option 
(by pressing OPTION-PI and note ujhere (he 
poge boundaries occur. Next prim your 
document as usual, using DRJVERXjrom 
those published tn issue 4 oj TWAUG s 
dish. ossufTUng you don 't u>an( (o use sub* 
scripts or superscripts. The printer u^ih stop 
printing near the bottom ffa page when (he 
paper out sensor indicates there is no 
paper 1 ^. hou>euer. by pressing ihe 
ONUNEISET button you canjorce the 
printer to print the next line oJ text (the 
paper out sensor is positioned a couple qf 
Inches, effectively behind (he paper so you 
should haue enough paper Iqft to prim 
arwther three or Jour lines tffiexiH. repeat 
this until you have printed yourjull page 
las noted earlier}, (hen insert a new piece of 
paper and press the 'ONLINE/SET burton 
once more and the printer ujiR ean^ on as 
usual. IJyou luont to use sub/superscripts. 
things are a little more complicated as AW* 
has a Jeoture' that Inuokes them or the 
start qf each page (using my drivers any¬ 
way!} - rhis can be easily ouercome by 
placing a COWTAOL-C 5 command In the 
text at (he start qfeach page (full details 
are given in ihe documentation supplied 
uMh the TWAUG disk;. 

The /^masonic KX-PJ123 Is an excellent 
printer at a good price. You may be interes¬ 
ted to hear that DOS's new Atari 8-blt 
News-paper is printed using one. 

Finally. I’d Just like lo get a plug in Jor my 
new game Jor the tight Gun • it’s titled 
’Alien Blast* and should be available from 
DCS 162 Thomson Atwnue, Balby. Doncas¬ 
ter DN4 ONU) ROW. priced around^ue 
pounds' 

Thanks for the advice. Richard. Your 
comments are always welcome. Good luck 
with your future Atari Classic ventures • 
anything new for NAU? 


A PRINTER QUESTION 

Now we have a request from Jack Barnes 
of Ulversum. Cumbria: 

T haue a Atari 600 and a t30XE together 
with an 850 Interface. I purchased a 
Brother HR5 printer which has a R$232C 
Serial In (efface plug from a 25 pin connec¬ 
tor on the printer which has 10 wires con¬ 
nected as JoUows: 

pin I ProtecOue Ground 
pin 2 Transmirted £>a(a 
pin 3 Recelued Data 
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pin 4 Htquesi to send 

pm 5 Cfear to send 

pm 6 Data Set Ready 

pm 7 Signal Ground 

pm 8 Received Line Signal Detector 

pm 11 Secondary Request to Send 

pm 20 Data T^rmtnai Ready 

On connecting a 9 pin D plug to pins 2 • 
and 20 as per the 850 Inteijace hartdbook. 
(he printer does not respond- what should I 
connect the other tuK> p(ns to. or lolU / need 
an Interface for the printer fn addlttonV If 
anyone oon help. ( loould be most grateful' 
Well, Jack. Jud^ng from our past succes¬ 
ses, I’m sure we’ll get response from ai 
least one of our Mailbag readers who wUI 
be able to supply an aitswer. Won’t you? 


LETTERS FROM FRAIVCE 

Daniel Carrodano from Roquebrune sur 
Argens. Prance seems to be sinjik'handed* 
ly keeping the French postal system In 
profit. I’ve had a number of letters from 
him over the last two or three months. 
Among them he mentions that he is In 
correspondence with Sid Berry regarding 
the serial printer Interface mentioned in an 
earlier issue. Daniel has also sent more 
comments and disks regarding his use of 
ACF C. and I must apologise lo Daniel as I 
have not hnd the opportunity yet to study 
these disks In great detail, but Daniel cer¬ 
tainly seems to be able 10 use ACE C 
successfully. 


TV PUZZLE 

Jason Kendall from Dourne. Lincolnshire 
asks for some advice: 

1 haae o 130XE and a fldelhy TV (2201 
modell. When uslny the computer, rhecof* 
our gashes on and off if the TV has been on 
fora minute or so beforehand. If the TV is 
offfor a long time Isay TTfleen minutest the 
colour comes on OK. With the Atari STE. the 
colour comes on either way. The I30XB Is 
okay lulth another TV. Is the problem u/lth 
the XE/TVor cable from (he X£? Can ft be 
fixed?" 

Can anyone shed some light on this? 


ATARTRIS n 

Jason continues. 7 lods arnazed ot how 
good 'Atanris IV f(he Issue 63 disk bonus) 
loas. ffoii^eoer, on 2'player co-operation 
mode, occasionally a 'MrBfobby' 4x4 block 
appears at the start of a leoef if player 2 
has won the previous round. Also, player J 
gets frozen for a (uhlie * their piece honys in 
mld-alr. Can this be resolued? As/or saving 
the high scores, you need to copy all the 


files to a DOS 2.5 disk rather than Just 
write-enable the issue disk os DOS Is 
needed to access the file,* 

Glad you’re enjoying another of the disk 
bonuses even if there is the occasiwial 
feature’ - anyone got any fixes for them? 


tiVDUS DRIVES 

Prom Rickmanswwih. Heru. Jack lies is 
pleased to repwl ihai following Issue 
64.and his request Cor information about 
the Indus GT disk drive, be has already 
hod some response front an ad in the Con¬ 
tact' column. ' Ye oWe Mailbag Ediior was 
also able to dig oui some info in the form 
of an original adverilsemeni and a cou|rie 
of reviews of this drive and passed them 
on. Jack hasn't '...yot the drtue operating 
yet. but; u'tll keep (ryingf Meanwhile. I’ve 
bought a XF5St and a 1029 printer and I’m 
really getting into DOS. WP, CAD. etc.! I’m 
arrtazed by the amount of really good stqff 
there ts In the PD Itbrary. and haoe made 
contact u*ich some User Groups and mogo- 
xfnes. Are other old computers supported 
as enthusiasdcafly f uxmder. or Is the Atari 
6*blt reolly special?* 

Glad to hear you’re making (^ogress. 
Jack. It ceriainly seems as ihou^ ihe 
Atari 8*bic is a 'Classic* 


CLASSIC vs IBM 

Regular correspondeni Sid Berry starts 
his letter with *1 had rtot Intended to u«rRe 
to MAILBAG this month due to 111 health 
and the la^ amount qf hardiuare u>atltny 
to be repaired which has arrived since my 
first tetter uxas published. All my spare time 
is taken up answertt^ letters and repairing 
faulty equipment or should I say repairing 
or reciifyJng tampering. In fact, all except 
one Job (hat hos arrived here has either 
been damaged physically or has been dts- 
mantled and then reassembled incorrectly 
and presumed not to work. I wonder why 
people do not leaae things alone when (hey 
do not understand Ihem’?* As (hey say. Sid. 
a little knowledge is a dangerous thing. Sid 
continues by observing (hal Derek Pern 
only needed 50 people with an inlerest in 
Atari to make a trip (o the German Alait 
Show possible, '...bul only 27 could take 
the time to stand up and be counted!' Std 
goes on to describe his recent experiences 
With having a IBM PC clone installed at the 
local company of which he Is a director. To 
cut a long story shwl, il took a month to 
get the oiachloe configured correctly and 
up and running. '5o what has this to do 
uMh my Atari? Well, ft was very easy to 
obtain help and upgrades and a mouse 
and using a hard drive Is faniastlc so Is the 
RAMDR/VE.SYS file the CMS menwy man¬ 
ager the AUTOEXEC£AT and CONFIG- 


. SYS. If only my Atari rould do half of this I 
would be happy and of course because 
there Is so much available and so many 
suppliers Ihe price Is kept down. As an 
example, to fit a hard drive to my 800XL 
will cost, allowing for exchange rates and 
size of drive, about £300: to fit same fo the 
IBM done, about £60. and 1 can houe II 
today/ This discovery of another computer 
that can tempt me away from my first love 
has preuented me from ordering a drive 
from C.C.S. in New York and some qf the 
other goodies they can supply os I ha ue to 
count the cost and lots of us have to seek 
value for money I suspect. I may be selling 
all my Aiarts and buy an IBM clone. NO • I 
won’t qf course, but I am tempted. What do 
you make qf that, should I keep to my Atari 
or would it make mure sense to buy an IBM 
done? Just think qf all Ihe hard work that 
Les and his team qf contributors put In fo 
keep the B-bU Classic alive and then only 
27 true Atari supporters can be found to go 
on a trip. Yes I wrote to l^rek conjlrming I 
ivoutd go If he puUed It off. It Is enough fo 
make you u*an( to quit and sell PC sqflu^ore 
and to hell with them. Well I for one hope 
you don't quit and I hope enough support fs 
forthcoming to keep Page 6 alive and well.' 

As usual, thanks/or another tnrereslfng 
letter Std. Such comments help to keep the 
old Mailbag alive. I wonder If we'll gel any 
response? We should get or feast 27 letters, 
shouldn’t we? 

ADVEJVTURE SOLUTtOJVS 
OR JUST HJiVTS? 

From long-lime Alarlan Eddie Clousins of 
Sulherland. Scotland: 

“There has been one thing creeping In ouer 
the last few Issues .and that Is the printing 
of complete sofiitlons to Adi*enfures and 
other games • which In my opinion defeats 
the ol^ert qf the software. A programmer 
may spend months on producing on ttem of 
software only (oJ7nd the sofutlon Is pub¬ 
lished wflhfn weeks qf Its launch. This fs 
counfer-producflue fo the software’s .sue* 
cess. I houe often not bought an Item be¬ 
cause prior lo purchase I have seen a com¬ 
plete breakdown in "New Atari User". Let's 
face il. when you're stuck on a proWem. If s 
hard not to peek at the answer. I'm not 
ogotnst hints and tips that may help to* 
words the the common aim qf soloing (he 
game, but surely circumspection is railed 
for, I recently bought ’Tarkus and tn the 
next Issue qf ‘NAU* there was a compfele 
breakdown qf the game. Surely Just hints 
would hao4 sujftced? Thefun of such soft¬ 
ware Is getting the old grey cells working 
and Jeeflng good when It is solved, with 
maybe only a modteum qf hints if it is 
dlfPcufl. bul nol C0fTy>lete maps/brewing qf 
spells / whole solutions, pfease/' 

As a self-confessed Adventure addict. I 
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sympalhise wtth your views. Eddie. The 
dilTiculiy Is. 1 ihink In a number of cases of 
bcin^ able (o give the right hints appropri¬ 
ate 10 whal an individual ha.*) achieved. 

One hint may in itself assume that the 
player has already completed another part 
of the puule. Then of course, how do you 
encode solutions? I think Infocom had one 
of the best ways with their InvisiClue' 
booklets. Various questions were printed 
In clear, but ihe answers were Invisible 
nnlll you ran a ’magic marker’ pen over 
ihem. Thus you were able to reveal a Utile 
at a lime, Infcx’um also included a number 
of red herring questions, so you couldnT 
make assumptions from reading the con* 
leni of the question list! Whal do other 
people think? Wliat would you like the 
^AU Tipsier lo do'? 

SOFTWARE 

RECOMMENDATIONS 

Ecldke <'0U9lns also notes that 'S-bMeri 
should not complain about the lack qf quali¬ 
ty software • there Is some super atqff on 
the market. Tiger Developments and Derek 
Fern both produce q^ordoMe Jlrst class 
sqAuure. some of It no more than a Jlver. S 
have fust bought ‘The Cltactei’Jrom Neil 
Ottaiony qf Tiger Oevelopments and the 
tUK> ’Tarkus’dtsks. and thep are exivdent. 
Graphics onci sound along lolth game-ptay 
are superb and if you Include their other 
title ’Mlcrsc Valdgtra ’ then you are set up 
for quite a few hours qf problem solving 
withvut the/ear qf being sopped to death in 
the Jlrst ten seevnds. The Tiger Demo disk 
gii^s you the chance to see some oj their 
titles before you cortmtlt i^rself. Tiger also 
produce some software on cassette." 

I think Eddie likes these games... 


ST SPOT 

David Bennett from Coventry asks; 

'...can you help me urllh o question about 
starting up the Aiart ST? Wtth the 8-bU 
Classic. I sioirch on the disk drioes ^rst but 
the ST has one drive built In. / haoe seen 
much conyilrflng advice about starting up 
the ST • some say su^ltch on u>tth a disk In. 
ochers sag this u^tll harm the disk as the 
magnetic field changes in the heads.' 

I'm not an ST owner, bul Les EUlngham 
advises thal *. . .lt makes no difference 
whether you swilch on with or wilhoul a 
disk. 11 Just lakes longer if there is no disk 
as the computer tries lo read the non- 
exlslenl disk. Switching on without a disk 
guarantees a clear memory but so does 
bcwling with a ’clean' disk. If v‘ou want to 
speed up the boot process just make a 
bool disk by formatting it and write pro* 
tec ting It immediately so 11 cannot be infer* 


led by a virus. Talk about damaging disks 
is nonsense if you think about It. If It were 
true then ev^ry commercial game disk 
would become dama^d since most of 
Ihese have to be booted from drive A.' 

$ Beauchamp, Crawley, West Sussex has 
a caullonary tale; 

*Dn 25 Uarch 1993 I purchasedfmm Silica 
Systems iSk^t^. Kenij a Vlcwtek MonUor 
VTt2 wUhaAlarl t040STt Music package: 
both Items were new. A couple of uwics 
ago I wrote to Si/icti Syslems askirig 1/ they 
could supply a service manual or dmiU 
diagram for this monitor; I staled that I was 
prepored to pay for the information. Today t 
rerefoed o reply from SDL siaitng that un* 
fortunately they do not have any technical 
information on this monitor. As the monitor 
was only recently Introduced by them, 
what sort of repair wouki one get if the 
monllor tvere to rrtatfurKtiory? All 1 con soy 
Is "nuyer Beuuref* 

My reason for requesting irformation uku 
that I wanted to use the monitor with 
another computer, so I needed Ihe pin out 
of its connector at least so as noi to have to 
open II up becouse the monitor Is still under 
uforranty. and I haoe since been giuen a 
colour monitor u>hicA I adopted for the 
t040ST£- A neu>ly introduced item like the 
Vleu'tek monitor should have proper iecA* 
nical backup u^lih circulls and technical 
data to enable quality service and repair to 
be carried out should the need orlsr • sup* 
pliers please take note,'* 


S0U3VD ADVICE WAJVTED 


Now here's a little more from Daniel 
Baverstork whose leller we featured 
earlier. 

‘Ne Mark Watson's fetter in issue 62. S too 
would foue lo see an artlcie or even a series 
on sound sampling. Many great demos le.g. 
HobbyTronlcl haoe been produced using 
samples. I have at least 300 samples and I 
haiie managed to work out amazing sourKi 
^eefs (hot playforever, many using over 
SO sectors qf a normally formatted disk, the 
kind qf crystal dear samples I refer to are 
guitars, drums, syntlis. and many gun. 
kiser. engine, alien sound effeeCs. About 
450-500 sectors is equluzlent to 64K. so 
you can see playing, e.g. a sample qf a 
guitar al dlfferenl tones. Just os D^iSgnth 
can do from the REPLAY system, can mean 
procHrally a u^hple guitar sequence usirtg 
one sample. This uould mean other sam¬ 
ples can be stored in memory, and os Mark 
says, two (rorlo can be played at once. 
urflh Ihe samples only taking up between 

100 to 200 sectors. I hope people wtll write 
to MU and other Atari magazines f they 
wish to see samples rnore u>ldefy used. 

Can samples, or any utiliry/gasne be com¬ 
pressed like the flies are on (he MEGA- 
Magazine disks? iW seen 200 sector files 


compressed irUo less than 200 sectors. " 

Well that's an interesting subject for a 
future NAD article if there's .someone out 
(here who can write U. Check out Page 6 s 
Pedrokko disks for some Idea of sounds. 

MORE NOTES FROM THE 
NETHERLANDS 

In a previous column. 1 Included some 
exiracis from a lengthy letter from Bill 
WaJraven of Breda, Netherlands. Here fol¬ 
lows a few more extracts from BUI'a 
missive. 

'Machine Ixmguoge subroutines are qfien 
situated in page 6 of the Atari memory {X ■ 
\JSfHl536)i. Without knotting HOW they 
laork. t use ihem and lohen using more 
than one in a program ! pul each routine In 
a string and when ihe actual time comes to 
use them. / simply moue the routine f need 
Into position (from Turbo BASIC, MOVE 

ADRiHOVTINESl.l536.LENiROUTlNF.eH I 

find Turbo BASIC most useful. 

Turbo BASIC's status Is unclear. How P.D. 
IS it? In Holland and England li is available 
as P.0, In Germany, li u>as published by 
'Happy Computer': so anyone could borrow 
Ihe mag. lype it in and use K. or pretend 
that was done. So ownership on disk of 
this or any other program that u^as pub* 
llshed can neuer be said to be illegal. What 
Is your point of view? 

In the manual of the print program SPRINT 
iGrrman}, I encountered the specl/Tcallon 
E24. P24. and P9 for print fonts. Can any¬ 
one explain these?' 

My immediate thought is thal P9 suggests 
fonis designed for 9-pin printers. P24 sug¬ 
gests 24-pin primers and K24? INEC do a 
P series of prinlers U’hich ore pcpular in 
Germany, so I u*ould say that the Pprqfix 
r^ers to NEC printers and the E lo Epson 
toKh. as Allan suggesls. the number refer¬ 
ring to the number qf pins, Ed.) 


MORE QUESTIONS 

Roger Roy (] hope I’ve inierpreied your 
signature correctly) wrlles from Wood- 
bridge. Suffolk: 

‘I haue already written to you before. Why 
can 't you write back? Has It not got 
through? Or can't you be bothered? last 
lime I wrote was to ask you if you could 
find out how to use my brother's computer 
cassette player to record cassettes on. His 
conqTuter is XE 65. As I am u^rfdng (his 
letter I would like lo know hoiu to 
record wi a disk drive Atari $TE ' 

Sc^iy Roger when I took on the post of 
Mailbag Editor, 1 didn’t find any previous 
letter from j*ou in the sorting office. In the 
meantime, you are asking the sort of ques* 
Uon which can be answered In many ways. 
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depending on whiit language you axe writ¬ 
ing programs In (I assume that’s what you 
want to record...]. The simple answer for 
the 65X£ with an Alari-compatlble recor¬ 
der (410/1010/XCl 1 or XC12) is when 
using BASIC, you use the CSAVE or SAVE 
command. Perhaps someone would Uke to 
recommend a text or provide a tutorial for 
this process on the Classic and the ST? 


PRIJVr BUFFERS AJVD 
VISICAEC 


Another regular correspondent. Ray Paw* 
son from Muswell HiU. London asks 
'...whether there are st(i( any printer bqf- 
Jerf spoolers ai>altabl€ which con be used 
the Alert Ctassic. J remember that 
there were several available a Jew years 
ago, Does anyone know know any and 
how much and whereJmmT 
Rap also appears to be a user qf VtstCatc. 
once a hlphti/ projesslonal/expenstve prog¬ 
ram released /or the Atari (and other mieny 
computers) tn the early l9S0s. he enquires 
/'...anyone has hacked mto VlsfCalc to 
Improve h In anyway? Airhouph VlsfCak Is 
now somewhat old. (t IS sttJl very versatile 
and easy (o use but ft ii>ould be handy to 
know If anyone has been able to adapt It to 
be used with. Jor example. DOS 2.5 or 
SporraOOS or MyDOS; or how about belnp 
able to change the colour Jrom the boring 
standard blue and ivhtte: use a AAMdtskor 
the extended memory of a f30X£: and 
U’hat about varlobte column uridthsP 
Obviously one con't expert CA-SuperCalc or 
Lotus I-2-3. but I think these changes 
ivould radically Improve VtsiCalc.* 
Interesting suggestions Ray. Has an>one 
experimented Uke this, or how about 
someone contributing an extensive com¬ 
parison of the various spreadsheei prog¬ 
rams available for the Atari Classic? (Yes 
(here are other ones - see past Issues...) 


The Dreaded Deadline Doom ta hanging 
over me. so It's time to wind up this instol* 
rnenf qf Mailbag. I've Just realised this is 
my sixth column, markiny the completion of 
my first year as Jkfallbay Editor Jor New 
Atari User. / hope you’re still finding the 
column Interesting and that you’ll continue 
to keep the sorting office busy by sending 
In plenty of correspondence forfuture 
Issues. Let's have more questions that the 
assembled horde of Atartans can get their 
teeth Into, and please feel free to send tn 
your comments on anything related to the 
Atari Classic. By the time this is printed. I 
may have had the opportunity to meet 
some of you at AM57. /1 con fUlno trtp to 
darkest Stafford In behueen other commit* 
ments. In the meantime. Merry Xftuis and 
all the bestfor an Atarl^l New Year! 


CREATING YOUR OWN DRILLS 
FOR TOUCH TYPING 

by Noel Harris 

Have you ever found that you’re such a good typist that you’vT used all the (lira supplied 
wllh Touch TypUig? WouJd you like to use lexis oS your typing books so you can Umr 
yourseir? You don’t know how? Then bet no longer as I have discovered how you can 
create your very own extra drills’ wiihoui the need of any fancy programs lo type in. 

Kow does this happen? Well, for an exercise, try this. With no other Hies in memory 
Inseil the 'Practice Text for Advaticed Typing* cassette (Tape B of the pack) into your 
cassette unll. lype ENTER and press RETURN. You find tluK you get lUie after line of 
errors but ihe compuicr also displays ihe text line by line. You will also notice that will 
also work wllh Aiaxlwrlier files (see page 45 of ihe Atartwriier manual for ihls). Now bool 
up Atsriwnter (this probably works belter wllh Ihe older cartridge version) and try to load 
the same fUe. after a few minutes hit ihe break key as ihe flic will overwhelm (he memory. 
Now edit Ihe fUe and you will notIre that (he texts are all (here! And It is ihis very 
compaUbUlly with Aunwriler ihsi is the secret of making your own hies. Note (hat when 
you make your own files using the method outlined below you should make the (Ilea using 
Aiartwriier 


CONSTRUCTING YOUR OWN DRILLS 

When you are making your own Ales lor Touch Typing, you must know how these (Ilea 
should be construcied. Each Ole or drill eoniaJns six lines separated by a dummy line or 
separsior lo tell ihe prof^am Ihe end of a drill 

Each line consisls of 38 characters plus a RETURN keyt^eas and la made up in the 
following orders 

I ' The first 36 characters can be lellers (upper or lower case), numbers or punclualion 
marks. 

2; The last two characiers must be places followed by RETURN. 

In Ihe following example important keypresses are in square brackets ||)). 

EXAMPLE: 

This is the end of a line, when done [SPACE} /SPACE/ {RETURN} 

Each file is aeparaied by the separator, this also contains 38 characters, but in the 
following order 

Pouf Juit slops (....)JoUowed by 34 spaces and RETURN. 

IMPORTANT NOTES 

Now you can make up your own Ales there are just a few things to add concerning your 
rtew drills 

1. When using AtarlwrIlCT you musi remove (he defaults Ale at the lop of the Arsi 

page of data, 

2. Each Ale must only have six lines and be consiructed in the manner described 
above. 

3. You must only use cassettes lo record your fUrs as (he program cannot read olT a 

disk drive. Also use a good quaUty tape. (You may pul as many flies as you 
Ilke/con on the tape as the program «i]y reads one Ale a( a time.) 

4. You can only use word processors that have pcogranunlng capablllly l.e. can 

have Ales loaded into the computer as a pr^raro with the ENTER command 
lAlartwrUer would be the best Co use I 

5. Use the new Ales only with the Advanced part ^ Touch Typing. 

And there you have lU like the Trivial Pursuit QuesiMn Maker m a previous Issue of New 
Atari User (here is a kA of work (o do bu( It does work If you like you could use your 
typing textbooks In order (o time yourself. Al kasi Uiere wasn't a four mile long program 
lo type In' 
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U/XETUTORIAL 



P MGs • also called 'sprites' or 'movable object blocka* 
are stripes or grids on whtch pixels are plotted. They 
are displayed by the Antic chip and the chip redraws 
the background when they move. 

The only dilTerence between a ‘player* and a ‘mlsaUe* la that 
players are 8 colour clocks 12 GR.O characters) wide while 
missiles are only 2 colour clocks vnde. Player/missile length or 
height con be up to 128 pixels In double resolution lihe default 
setting) or up to 2S$ pixels in single resolution. The machine 
allows you deAne 4 players and 4 missiles {numbered 0 to 3). A 
5lh player can be deAned by combining missiles. 

Player missile graphics are very useful in games programming 
because they work independently of their background Iso you 
don't have to redraw the underlying scene when they move 
away). Other features of the PMO system include special mem* 
ory locations which can be read to detect when players meet 
each other or background objects, and the facility to change 
the graphic else very quickly on screen, thus creating 3*D 
effects. In spite of the advantages, some pct^le are pul off 
using players and mIssUes because it Is assumed that a good 
knowledge of machine language programming Is necessary to 
use the PMOs effectively, However, as the listing shown here 
demonstrates, you can in fact access nearly all the features of 
the PMO system without going near machine code. The prog* 
ram deAnes 2 rabbits (player 0 and player 1 ) and puls them on 
a Graphics 7 screen. Player 0 moves horizontally and shows 
properties of the PM system like (collisions and prtoriiies 
Player 1 moves vertically with the help of a small machine code 
routine. 


Don’t worry if you have 
never tried player missile 
graphic programming as 
Ann O'DriscolVs 
explanation should make 
things easy 

that all 4 mlssUea fli into one block: Missile 0 uses the Arsi 2 
bits of each byte (numbered 0 * 1 ), missile 1 uses the next 2, 
missile 2 uses bus 4*5 and missile 3 uses bits 6*7. 

2. CldOT out PM area; it s usually a good Idea to to get 
rid of any old bits of program from the player missile area 
before you start putting In your own data. LINES 140 to 160 
clear I he friayer 0 and player I memory areas by poking the 
relevant addresses with Os. We're only using the Arst two 
players so we don't need to clear any more. 

3. Fut shape data into the stripes; You define a 
fdayer missile shape the same way you design a cliaracter, 


SETTING UP THE 
PLAYER MISSILE SYSTEM 


i. Reserve memoryJbr the stripes: The amount of 
RAM you need to set aside depends on whether you are using 
single or double resolution. The double resolution mode of two 
screen lines for e>er>' data line uses 1 28 bytes per player while 
single resolution lone screen line per data llnel uses 256 t^es 
per player. It follows that you'll need to resent more space for 
single resolution. Also, one uf the requirements of the system 
19 that the reserved memory area must start on a 2K boundary 
(i.e. no remainder when you divide the RAM start address by 
2046) for single resolution and a IK boundary for double 
resolution modes. 

LINKS 60*90 of the listing set aside a 2K area in hl^ memorv 
for the stripes. LINE 110 tells ANTIC where the PM base is by 
poking the page number of the address w'here the area starts 
Into memory' location 54279. Table 1 shows where the [^yer 
missile graphics data is stored within the reserved area. The 
numbers in brackets are for double resolution. You will see 


PM start 


PM start 4* 768 (384) 


PM start* 1024(512) - 


Not used 
Missiles 
Player 0 

PM start -I* 1280 (640) - 

Player 1 

Player 2 

Player 3 


PM start * 1538 (768) 
PM start -I* 1792 (896) 
PM start 4* 2048(1024) 


TABLE 1: Layout of player missile 
memory area 
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PLftYgB__0_ COLLIOeO MlIM 
PLAVtM i 


PC QVE R 0 CCJ> LlDfS MI T H 
>.UL (KJU RM.ISTtR 1 


TO 36« STEP 2«:PBAUrO 1004ie«CO5CRJ,10 
»10»^IN{R3:NEMT ft 

tP 2070 COLOR X:FOft R=2B TO 40:PLOT 120,0 
:ORAMT0 144.0:NEKT ft 

Mt 2000 ? CHR$ <12S) ;**Mouo thfr whito rabbi 
t loft/riftht «xth**r^ **a joystick. Pres 
s 5CLECT to pass** 

LZ 2005 * **C0Atr0l to tKe other rabbit." 
AO 2999 ftEH 

ox 3000 PKO=72:riP0T53240 

T2 3010 PMI=t20 : HP1-53249:P0I(C HPl.PKl 
KN 3020 OsSTXCKfOJ:POKE 03270.0 
UU 3025 ir P2eKT03279>=S TKCN 3100 
m 3030 ZF 0=7 THEM PXO^PMO^iSXF PK0>255 
THEN PKOrO 

3035 IF Osll THEN PXO=PKO-l:IF PXe<0 T 
HER PK0S255 
CZ 3040 POKE HPO.PKO 
MH 3040 HCH 
JU 3049 ftCH 
MV 3050 XF PeCK<532«0>:2 THEN FOft 0=10 tO 
0 STEP '1:OOUHO O. ft.10,10:NEXT ft:POKE 
03270,0 
m 30SO ftCH 
FE 3059 REM 
10 3000 IF PEEK(53252).! THEN P=P*l:PORE 
53250«ltIF P/2rXHT(P/2) TKCN POKE 5325 
0,0 

EH 3005 IF PCCK(SS292) THEM FOR 0:200 T 
0 ISO STEP -$!SOUHO 0,ft.10,10(HEXT 0:S 
OUNO O.O.e.O:POKe 53279 ,O 
PH 3070 SOTO 3020 
5M 3090 REM BILf Jr\’J 
NV 3099 RCH ■PTy3R¥iT;T^7p 
OF 3100 V=90:F0R ftrlSO TO 50 STEP *4:9000 
ft 0,0.10.10:NEHT 0:SOUHft O,0,0,0 
OU 3105 ? CHBfdES) ;*'4)Hait a secono...": 
COSUO 5500 

VH 3110 t '*Vou €4A OOw wove the second ra 
bbit up":7 ••and down as well as l«Ft/r 
iOt>t." 

KH 3112 T '*Pr 0 Ss the fxre button to Ru>t. 

M 

OM 3115 S:STXGK(0):IF 5si5 THEN 3100 
PF 3120 XP HOT STRXCCO) THEN 4000 
V3 3125 KsUSH(lS30.PMeASE420.PH90S£*1200* 
V,10> 

AA 3130 PKl:PKl«0R(5>4 ANft 5<0 ARP PXl<2e 
O)*0H(S>0 ANft 9<i2 AMft PX1>40) 

LV 3136 XF 9x14 THEN V&y*lb:XF Y<0 THEN V 
=205 

OK 3140 XF S:l3 IHCN V:V416:XF V>Z55 THEN 

v=o 

HE 3150 K:USR(lS35,PHeASE.PHeftSE+l200TY,l 

0> 

R6 3165 POKE 53249,PMl 
OX 3166 FOR 0:l TO 10:NEKT ft 
SA 3170 60T0 3115 
SO 3999 REN 
W 4000 CRAPHZCS 0:P0HE 752.0:CLR :POKE S 
3277,0:CNft 

OH 5490 REM Tl-|n^1‘ Z>lAi^J.9F.miTlg.TTT^M 
OE 5499 REM 
IK 5500 REH 

VA 5510 FOR M=0 TD ZSS:POKC PMBASC^K,0:NE 
KT N 

VS 5530 RESTORE 5535:FOR N=0 TO 15:REAP 6 
:POKE PWASE4H, B : HCMT H 
SC 5535 PATA 0,5,6,125,116,126,30,30,125, 
30,30,52,63.255.254,0 
XM SS40 ftESTOftE 5545:F0R N=0 TO 1S:READ B 
:POKC preASE«2e«H.9:NEXT r 
OH 5545 PATA O,0,B,0,9.9,0,0,B,0,0,0,0,O, 
0.0 

Oft 5790 RCTUftR 
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rxcepl that (his lime Instead of an 8 x 8 ^rid vnu use 8 x 128 
[double resolution I or 8 x 256 (single resolution I. You use 2 x 
126 or 2 X 256 for missiles. Of course, you don’t have la use 
up all the available byies. The data in LINES 200 and 220 
define our iwo rabbu shapes, each 16 bytes long. UNE 190 
pokes the data for die first rabbit into the player 0 inemor>’ 
area one byte at a time. We can put the data anywhere we like 
within the stripe • an ofTsel of 90 was used here so lhai the 
sprite would be positioned in the lop half of the screen. LINE 
210 pokes in the player 1 data in the same way 
On the queslion of actually defining ihe shapes. In this case 
die players were relatively small and simple so the data values 
were worked out easily enough using graph paper. For more 
complex shapes it would be a better idea to use a sprite 
definer. For instance, there's one in the Page 6 Public Domain 
Library [Disk sSA) which lets you draw FM shapes on a grid 
with a Joystick and shows the data numbers alongside each 
line, 

4. plater colour: LINES 2S0 and 255 poke colour 
values into memory locations 704 for player 0 and 70S for 
player 1. Players 2 and 3 use colour locations 706 and 707. 
Mls.slles have the same colour as iheir associated players • i.e, 
player 0 and missile 0 both use shadow colour register 704. 
player I and missile I use colour regl.sicr 705. and ao on. If 4 
missiles are combined to make a 5th player then (his player 
lakes on the colour In shadow memory location 711. 

player You control (be width of your ^y* 

ers using memory locations 53256*9 {53256 foe PO. 53257 for 
PI. eic.). while the width of all 4 missiles is controlled by 
memory location 53260, Poking in 0 or 2 gives "normal* width, 
a value of I gives double width while a 3 quadruples the 
original width. This listing uses normal width ILINES 
260*2851. 

6. T«U Antic what you want: This is done by setting 
specific bits In memory location 559. We add up the bits thal 
are "on" lo get Ihe value to be POKEd In to the memory 
location. The options are outlined In Table 2. LINE 350 pokes 
in a value of 58, made up of normal screen (21 plus enable 
players 18) plus single resolution {161 plus turn on Antic |32|. 
As double {2 line! resolution Is the default setting you don’t 
have to add a value to location 539 to gel It 

7. Switch on the system: like aao switches on the 
players by putting a 2 Into memory location 53277. Poking a 3 
In here would enable the missiles as well, while poking a 1 
would switch on ihe missiles only, 

8. Set the priorities: Finally, when players and the 
graphics display occupy the same screen location we must 
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No screen 

VALUE 

0 

Narrow screen 

1 

Standard screen 

2 

Wide screen 

3 

Enable missiles 

4 

Enable players 

8 

Single resolution 

16 

Turn on Antic 

32 


TABLE 2: screen specifications for 
memory location 559 


decide whether lo show the player os (he graphics objects. This 
is called "(Miority selection* and we control It by poking a 
number into memory locatlm 623 Priorltjes axe 0ven In terms 
of colour registers and the available options arc set out In 
TaMe 3. The background colour (register 4) always has ihe 
lowest priority and missiles have (he same priority as their 
associaied flyers. Also, when players overlap on ihe screen, 
player 0 always appears In front of the other players, player 1 
has precedence over players 2 and $, and so on • we don’t 
conlrol Ihls order. 

LINE 400 oi the listing puts a value of 6 Inlo 623. which 
means that the players wUl appear behind objects drawn using 
colour rcglslets 0 or 1 but in front of anything drawn in 
register 2. Incidentally, location 623 is also used lo conlrol 
01 her player missile features;* If you're combining 4 missiles to 
make a 5ih pla>‘ef you turn on bit 4 by adding 16 (o (he 
priorliy value (L 2. 4 or 81: If you turn on bit 5 ladd 32 to your 
pnorliy value) you get a new colour when player 0 overlaps 
wlih player I or when player 2 overlaps with player 3. 


SCREEN DISPLAY 


LINES 2000'20Hi of Ihe listing draw a scene showing a 
house, a fence, a iree and a box. The house walls and fence are 
drawn using colour register 2 (COLOR 3) so our players will 
appear In front of them. The (layers will be hidden by the tree 
and box. as these are drawn using registers 0 and I (COLOR I 
and 2 respecttv^l 


THE BASIC ROUTINE 


Hodionfal movement: Each player and missile has its 
own horUoniaJ posUtoii regfsler. stored from memory locations 
53246 Ifor player 0) (o 53255 (for missile 31. LINES 3030*35 
update the player 0 X axis co-ordinates when the Joystick Is 
pushed left (S«7| or right (Sa 11 i, with ihe ‘IF* stalemenls 
giving a wrap around effect. LINE 3040 moves ihe player by 
poking the new value into Its horUontaJ position register. While 
you can poke In any numbers between 0 and 255, values of 
less than 48 or more than 208 do not appear on the screen. 

The player’s vertical position was determined when the shape 
data was POKEd Inlo the PMC area: this won't change In our 
basic routine. 

Collision defection: Altogether there are 16 registers which 
detect the 4 types ofcoUlskma or overlap possible; Between 
player/player, player/missile, player/display and missile/dls* 
play. These are found from memory locations 53246 to 53263 
and are summarised In Table 4. A separate single memory 
location. 53278. must be poked (with any number I to clear Ihe 
collision registers In this program this Is done each time the 
stick Is read ILINE 30201 and after every collision (LINES 3050 
and 30651 so that old values don’t throw off the PEEK routine. 


All players > all colours 

VALUE 

1 

P0-P1 > all colours > P2-P3 

2 

All colours > all players 

4 

C0-C1 > all players > C2-C3 

8 


TABLE 3: Priority order vtUuesfor 
memory location 623 
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The collision elTecu used are very simple - LINE 3050 gives a 
few high beeps when player 0 passes cpver player 1 and LINE 
$065 gives some low beeps when player 0 goes behind the box 
(colour register 1 ]. LINE 3060 also makes player 0 change size 
by poking its width register with a 0 (normall or a 1 (lail when 
It meets register 1; The counter (P| goes up by 1 at each 
coUlsIon and normal size is restored for even numbers. Gener¬ 
ally speaking, if you oiove the rabbit into the box from the 
right you increase his size while moving him out to the left 
returns him to normal width. 


MACHINE CODE ROUTINE 

While everything in the demo so far has been done with Basle, 
the one problem is ihsi we canT move our sprites verllcaUy • 
Because player missile stripes extend the whole length of the 
screen, you don't have any vertical e<)ulvalents the horizon* 
laJ position registers. This Is where the bit of machine prog* 
ramming comes In. The code used here was taken from a game 
called “Nuts' by John Cymer published way back in issue 26 
of Page 6. The routine Is called up each time you want to place 
something on the screen with 

XsUSRif 536. Memory locohon qf data lo be moved. Memory 

locotlon of data desUnaUon.Numberiif bytes to be mooed \ 

1536: This the starting address of the memory area where the 
machine code routine is located. The code was read Into 
memory by LINES 550<590 of the program. 

The memory (ocaHon oj the data to be rnoved; The movement 
loop places the sprite data on the screen lUNE 31601. rubs li 
out putting blanks In the same verUcal positions lUNC 
31251, updates the horizontal and vertical co*ordinaies (LINES 
3130*401 and repeals the process. Therefore, two separate sets 
of data • the sprite data and the rub out daia - need to be 
moved, Both seta are POKEd Into free areas at Ihc start of the 
player missile buse by LINES 5530 and 5540. LINE 5510 of 
this subroutine, which is called up before the movement loop 
comes Into operallon. clears out the opening 2 pages of the 
player missile reserved area first. 

The memory tocaUon qf the daia desQnatton; This will be wllhln 
the 256 byte area from PMBASE+1280 lo PMBASE»I53S be¬ 
cause we are rswvlng player 1 (his ume. The joystick movement 
routine at 313S-3140 determines the offset fY) from the start of 
player one’s memory area. The Jumps of 16 were used to give a 
nice smooth elTect. 


\ DISPLAY COLLISIONS 

1 

53248 - 53251 Missile D-3/Oisplay 
53252 - 53255 Player 0-3/Di8play 


VALUE 

Collide with register 0 

1 

Collide with register 1 

2 

Collide with register 2 

4 

Collide with register 4 

8 

PLAYER COLUSiONS 


53256 - 53259 Missile D-3/Player 
53260 • 53263 Player 0-3/Player 


VALUE 

Collide with player 0 

1 

Collide with player 1 

2 

Collide with player 2 

4 

Collide with player 4 

8 


TABLE 4: Collision detection registers 


Number of bytes to be mooed; This Is set at 16. which is the 
length both of the rabbit data and the ‘rub out* data used in 
this listing 

Horizontal movement follows the principles used for player 0, 
except (his time we’re updating horizonial position register 
53249 (LINE 3165). LINE 3130 shows how to keep the player 
on (he screen instead of using the wrap around erfccl used 
wiih player 0. Also, as Jumps of I were loo slow when used In 
conjunction with the verticsJ movement routine, an increment 
of6 was used In Ihls section <^(he program. 

ENDING THE PROGRAM 

The POKE 53277.0 In LINE 4000 turns off the players and 
stops you gelling verUcal lines down (he screen when you quit. 
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mum 



OK 1 OEH 
KK 2 OEM 
rc 3 RCH 
XV 4 REH 
HP 9 »EH 
UP 6 REH 


• 

MAZE PRZHT 

• 

■ 

Oy Oavid UAMOAT 

■ 




• HEH 

— — ^ ^ ^ 

ATARI U9ER ' OCO 

1993 « 


HH 7 RCH 

GA 40 DIM A(39.79> 

OJ GO FOR MV0 TO 79;TOR VsO TO 39!A{V.M>: 

esNEMT Y:HCKT M 
TH oe FOR N^O TO 79 

OF 70 Aa,H> :2:d<2.M>=2:AC3a,KTs2tO(39,K) 


00 00 MEKT X 

OP 90 rOR V=2 TO 37 

HH 100 A(Y,0>?2;A(V,1I22:A<V.70Ts2:A(V.79 
iz2 

LX liO HEXT V 

RN 120 FOR XSO TO 79$F0R VsO TO 39:C0L0R 
i:PLOT X.YSHEXT YsHEMT X 
OH 170 H:4:YS4+2«IRT(RHD<0>*10T 
OU 100 FOR xso TO 4:COLOR 0:PLOT M,V:HCKT 
H 

PC 190 AtV.X>s2 

CH 200 IF a(V.K»2T<>0 AHO A<V,K*2J<>0 ARP 
ATY*2.K)<>e AND O(Y-Z,K)<>0 THCH GOTO 

400 


ux 

210 

COLOR i:PLOT 

X.Y 

uo 

220 

COLOR 0:PL0T 

R. Y 

1C 

250 

RISINTCRMRCOTAAT 

AT 

200 

CSK4Z«(R1=0) 

•2«(R1=1T 

CH 

270 

0=V42*(Ris2) 

'2»(R1=33 

RO 

200 

IF ACD.O <>0 

THEM 216 


PR 

290 

excc«x)/2:rs(p«Yi/2 


Ml 

310 

A<O.C>£isA(F.£>sl 


OA 

340 

PLOT c«r 


RL 

300 

Kse:YsR 


HG 

370 

GOTO 200 


OH 

400 

ACV,K>S2 


9H 

410 

PLOT X,V 


OP 

420 

IF A<V,M»i)sl THEN 500 


HH 

430 

IF AlV.K-l>Si THEN 650 


FT 

440 

IF A<Y«l«K)sl THEN 000 


LM 

450 

ZP ACV-l.Klsl THCH 050 


RA 

400 

YX4«2l»IRT(RR0(0)H10) 


AV 

470 

FOR lCa77 TO 79sPL0T X/ 

Y:HCXT X 

HO 

490 

GOTO 1000 


LH 

500 

A(V.M«i)32 


XH 

010 

XSN«2 


nc 

540 

GOTO 200 


HR 

050 

A<V,M-I3s2 


YH 

000 

K:X-2 


HH 

090 

GOTO 200 


00 

000 

A(V«1,X132 


VA 

010 

V2Y42 


HR 

040 

GOTO 200 


PO 

oso 

0 (V-1,K)82 


ZA 

000 

YSV-2 


Ml 

090 

GOTO 200 


Kt 

1000 OPEM «1,0.0»"P;*' 


W9 

1009 

< LPRXHT CHR$t27) ;**!** 


OF 

1020 FOR Vso TO 39:FOR KsO 

TO 79 

JP 

1630 

1 LOCATE K,V,C 


RC 

1040 

1 IP CSO THCK A232 


RO 

1050 

' ZF Csl THEN 43127 


UO 

lOOfl 

' ^ ai;CHR$CA)j:ZF Xs79 

THCH LPRINT 

HR 

1070 

NEXT X:HEXT V 



by David Lamont 

This amazing program plots a maze on the screen that has only one path through it. Jl Is then printed out 
so you can solve It I use (he ATARI XMM80J printer so i /*you have a different one then changes may be 
needed to lines 1040 and 2050. 

An array the size of the Graphics 4 screen Is dimensioned. The program then assigns i>a/ues and plots its 
way around uriTii the screen is/uU. 

Try changing to a Graphics 3 screen and altering the size of the array. 

lam currently working on an ;dea Jbr a game u^hfch eWher use screen Jllpping and several Graphics 

3 mazes or a Graphics 4 maze divided Into several sections. More about that in a later issue. 
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Review 


Eyewitness Science 



I t \9 noi often that we review someihJnjt lhai has tkm jtoi 
direct reference to the world of (he Atari Classic but here 
Is a new book (hat anyone who has wondered Just how 
Ihelr Atari works will find fascinating. It is not a computer 
speciflc book but covers the whole field of electronics from the 
discovery of electricity to the present day microchip. 
EI.ECTRONfCS IS one of the Eyewitness Science ran^e 
produced by Dorling Kindersley aimed at younf^ persots. 
Althou^ no age Is .suggested It is probably suited to children 
from nine w ten upwards, and upwards means all the way for 
this Is also a book ihat wiU help mums and dads answer all 
those embarrassing questions when enquiring minds start to 
wonder just how that Atari computer vrorks and how the video 
records pictvires. 

The hook is very attractively laid oui with a good balance 
between pictures and text. Each double page spread repre¬ 
sents one aspect of electronics and Is almost equally balanced 
bettveen pictures and text. The pictures are wide ranging and 
varied and excellently caplloned wllh key ekmenis pointed out 
by lines connecting the text and pictures. Even the most 
(ompllcaled component Is relatively easy lo understand 

IN THE BEGINNING 

The opening chapter explains Just what electronics Is with 
examples ranging from the telephone to a heart monitor so the 
reader will know what sort of things In everyday life are 
dependent on electronics. In ixder to understand how these 
extremely complex devices work, howe%’er. it Is necessary lo 
understand the deN'flopment that went Into many things we 
now take for granted and so wr are immediately transported 
back lo 1840 lo see how communicaiions and signalling were 
handled with purely mechanical means. It would not be long 
before Michael Faraday was lo begin his experiments with 
electricity and magneiism. 

Just what a huge leap electricity provided Is shown on the 
next spread with a picture of a video recorder, minus cover and 
fully captioned, alongside pictures of Faraday arui Oersted who 
discovered the original link between elecirtclly and magnetism, 
Wllh a starting point established over 150 years ago. tve are 
now ready to begin the journey to understanding the compo¬ 
nents of electronics such as resistors, transformers, capacitors 
and the like. 

Everybody has heard of the components (hat go into radios, 
televtstcns, computers and the like but how many of us under¬ 
stand how they each work? Eyewitness Electronics will not 
turn you into a scientist but will 0 ve you a good undersiand- 
mg of what is going on inside these tiny pieces of equipment 
that mean so much to our life today. Capacitors, for insiance. 
store electricity but how? As well as giving a pn^r sclentIfW: 
explanation the procedure Is explained by analogy to a baJloon 
being blown up until it can lake rto more air, either you can 
force no mote in or li explodes. Useful analogies like this b^p 
explain many other components and cortcepls. 

Flip the book open ai any page and you will find something 



liueresling from things that you never thought about to things 
you use every day. Did you kr>ow, for example, that lifis use 
logic gates to memorise and sori calls into sequence to give the 
shortest walling lime? 1 always thought ihat tltey worked liked 
the Grand Old Duke of York, when tliey were going up they 
were going up and when they were coming down they were 
coming down. U wssjusi your luck that you pushed the 
button on the ground floor as the lift set of for the penlliotise 
suite. Apparently not. for lots of eleclronlcs are working out 
how (o gel the lift loyou in the shortest lime. Pity nobody has 
invented a little panel that tells you that it is going lo he 
quicker ic take I he stairs! 


THE MICROPROCESSOR 

The tilings that most youngsters are going to be interested in 
are towards the back the book, for it has taken a long lime 
lo where we are today in (he world of microprocessors and 
mkrochips. The Joy erf this book is Ihat they can go straight to 
their favourite part, pull oul some intriguing facis. and then go 
back to sec what was hai^ning In earlier days. One of the 
delights of any good book of facts ts when you can dip In 
whenever you C^cy and puU out another piece of Information 
of the ’did you know variety. The Eyewitness guides score 
highly here and will keep kids and parents enieriained for a 
long while 

The Ey'cwtlJiess Science guides arc available from any book¬ 
shop with a good children's section and cost £9.99 each. Titles 
already published are Elecincicy. Force & Motion, L10n. Mat¬ 
ter, Energy, EvoluUon and Chemistry with the Human Body 
and Ecology to foUow. At £10 apiece they are not cheap but 
they are beautifully presented and designed lo last a long 
while. Wllh Christmas coming up this would make an ideal 
allemative. or extra, present and will be in use long after the 
latest cOTiputer game has been long forgollen. Try something 
difTerent that will expand your kids’ minds and get you olT the 
hook c^ieo you can’t remember Just when the Randall and 
Boot magnetron was invented! 
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Feature 


A FUNNY 



W hat Is Is IhAi mak^s computn owners become addle* 
led to Iheir eompuiers? Wiihotit computers, many 
Jobs would take a lot lonj^. or would they? 

This article will take a look at every type oT computer owner. 
At Hrsl It may aJI seem a Utile far fetched, but Is It? Aren't we 
all from at least one of these 9 ^ups? 


GAME FANATICS 

'Phis is usually the first siaiee that people gp through when 
they get a computer. Even if you are not one now. don't you 
remember playing games for hours at a time? This section of 
people can be split up Into many sub groups. 

PLATFORMERS: This group of people must be one of 
the worst of all the game owners. On consoles, these games 
consist of running along platforms and occasionally falling olT 
to jump on enemies' heads. On computers, these games in* 
volve guiding an unnamed character through numerous levels, 
performing pixel perfect Jumps- Do we ever know why we have 
to do this, and do we really care? And is it really fun? Of 
course It is. but why? If anyone knows, perhaps they could lell 
me. 

SHOOT 'EM UP FREAKS: These are just as bad as 
the platformers. Why In the scripts of these games, are you the 
only one capable of saving your planet from destruction? 
Probably because of all of (he practice you gel playing these 
games all day, 

ADVENTURE ADDICTS: Lets face it. the reason we 
all hale adventurers Is because most of us can't even solve (he 
simplest of these games. We come out with sentences like *So 
what if your new adventure game has got 2000 local Iona. My 
daubase Is capable of holding SOOO records*. We then watch 
as ihe experts solve puzzle after puzzle and complete (he game 
that same day. Is Ihls why we pretend lhat our game must 
havT a bug. and use (hat as an excuse not to play i(? 

ROLE PLAYERS: These people belong with the adven¬ 
ture addicts. They manage lo ktU the slrongesl of all the 
creatures and survive for days, when most of us can't survive 
for more than half an hour. How do they do It? Ordinary 
mortals have to resort lo cheat tactics. Have adventurer 
addicts and role players found a secret that the rest of us don't 
know about? 

SIMULATION FREAKS: These people seem to lead a 
totally boring life. After flying an aircraft for three hours with 
one hand, they give vou an in depth report of (heir flight. Does 
anyone really want to know what altitude they Dew over Japan 
at? 


Kevin Cooke takes a ivry 
look at Atari owners - 
watch it you might be in 
here somewhere! 

WAR GAMERS: To most people, a computer war game 
looks like a screen full of different coloured blobs and dots. To 
a war game enthusiast, this same screen Is his deadly army of 
highly trained killers. Perhaps someone should consider mar* 
keiing special glasses that allow normal computer users to see 
(he same (hingon their screens. Have you also noticed war 
games seem almost impossible to play? 

SPORTS ENTHUSIASTS: How can wig^mg a joys* 

(kk forwards and backwards as fast as possible be classed as 
a realistic sports game? Wiggling a Joystick while performing a 
real sporting event won't help you much, so why on earth does 
i( In these games? Football managerial games also seem slight¬ 
ly different (0 real life. If a football manager's Job really consists 
of the same thing, and Is really (hat easy, then maybe some 
people are in (he wrong Job? 


LET’S BE SERIOUS 

Of course, games players aren't the only people that use 
computers. Many people use their computers for more 
sertoust?! uses. Here is a look at some of the programs these 
people use. 

WORD PROCESSORS: Why do people use these 
things. I( Is usually only after (hey have written an entire 
document on (he computer lhat they realise (hat they could 
have harnl written the document In a third of the time. It may 
no( have been so neat, but who cares when your writing a 
letter lo Auntie Florence? And why does the letter that you 
drafted out first on paper, always end up printed as a tiny 
letter in the middle of an A4 piece of paper? 

DATABASES: This seems at first to he one of the good 
ways of using a computer. It is only after storing your entire 
list of addresses and telephone numbers on disk, that you 
either loose the disk or realise that it is quicker to look for (he 
address in an address bocdc. rather than loading the daUbase 
into your computer? 

SPREADSHEET: What a gr^t idea storing your 
accounts on computer seems. That Is until you misplace your 
spreadsheet disk (along with your <lataba.se disk?|, and can't 
access your accounts. Never mind, you can go through the 
entire process again and again, forgetting that the same thing 
is bound to happen again. And we all know lhat It probably 
will. 
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MICRO DISCOUNT 

265 Chester Road, Sbeetty, West Midlands. B74 3EA. England 
Tel: 021-353^ or FAX: 021-352-1669 


JUST A FEW STOCKING FILLERS FOR XMAS 


NEW LIGHT GUNS £24.dS 


STEHEO XLXE CONVERSION KITS £22.50 
°With demo disk'' 


ZY8EX WrTH STEREO SOUND £5.95 
ORACONUS WITH STEREO SOUND £6.95 


TRACKER module "SOUND* REPLAY DISK £6.95 


TRACKER MDS REPLAY FKLES 
3 disks 6 sides £5.00 


OPERATION BLOOD "Ught Gun Version" £5.95 


THE BRUNDLES £15 00 BANK BANG £5.95 


MIECZE VALDGIRA II £7.95 THE ARTIFACT £9.95 


SPECIAL FORCES £6.95 MIDNIGHT £6.95 


y^stch out for futuro Atori Usor roviows 
on all thasa naw products 

Our /MW X/7MJ cj/e/o^ue conWns 32 pepet tut! at new 
aoftwam informattoo, specif low prica muW-pack eertrWpes. 
high speed rspes 6 upgrade MH piua ati die tat—t develop* 
manta in hardwara. To obtain a copy of iaaua 12 juat send 
a 60 pence poatai ordar or aqutvaiant In etempe 

I WISH ALL OF OUR CUSTOMERS A VERY HAPPY 
CHRISTMAS AND PROSPEROUS NEW YEAR • DEREK FERN 


COMMUNICATIONS PROGRAMS: Why n« use 

your computer to reserve cJnema or theatre tiekeis? Because 
you could have made a ncvmai phone call a )oi more quickly 
and cheaply to do the same thing, that8 whylll 


or course, the people that create most of these strange com* 
puier owners are the programmers that write the programs tn 
the first place. These people can also be split into diJTereni 
groups. 

BASIC PROGRAMMERS: These people just aren't 

understandable. They stt for hours creating and typing In a 
program, and then either Und numerous bugs In II, or decide 
that they could have written it a lot better and start again. 

MACHINE CODE PROGRAMMERS: Whaion 
earth are aJI of those rtumbers meant to mean? And how are 
people meant to understand how a machine code program 
works? Do the programmers know how it works, or do they 
Just type screens of numbers to annoy those of us that just 
don't know how to program In machine code? 

PEOPLE THAT TYPE IN PROGRAMS FROM 
BOOKS AND MAGAZINES: These people are leirl- 
ble. Their programmuig ability consists of changing the iwords 
in the R£M statements and pretending that they wrote the 
program. What is worst of all Is that these people eventually 
become the types of programmers listed above. 

After all of (his negative outlook, just why do we use compu* 
ters? 1 don't know either but we all use them and we wouldn't 
be without them, would we? 


TIGER DEVELOPMENTS 


MERRY CHRISTMAS 
TO ALL OUR CUSTOMERS! 

NEW TURBO LOAD CASSETTES 

CASSETTE 1 Usaon Z«C0n, TsAub srd e* Crym of Feat, Bong if, Speed Fox 
CASSETTE 2 Lizaid. Tirtus and the Orbs of Doom. The CisOsI 
CASSETTE a KuH. IAeC2» VaMotfS 

COUPtUmON CASSSTTES C6.99 EACH 

MM- These fjrfjffiif mS onfytoaaoncassatta decks wh>eh have been 
fncOAoO $> loaa Turbo Loaa cassettes Al preser^ only Cassette 1 is 
ajasaue n stanoaro termat a the new poca of €6 99 
MIECZE VALOQIRA COn\ b« piSoH by rtamel T>w m m •uQ«ft srcads 
aOwenbn koMlblir enoaP grigSics. ol sera ms wO Qff mute mw* iKt* 

one tw bM gaum a> ■ ho* DISK £4.99 

KULT KiAeaMmMseaeAanoet emup n iMturM bMuoruMy Ocisim mods 
Sgraencs grew (nuM, m of Mrs aiMpona w ocMtS end some gtMi lo 
bUM KiA « a vvr atweave g«na disk £4-99 

THE CfTADEU The area* 9»no taemreo 26 ctfoudu lovoK, wfin PMeori. 
QtaM. pa. bonna and Woeenare Can ireviaoei om ma puuM to aooapa tho 
Qiaaal bekreima njna ow? Thetaacviaang gama laaturat a piwwore ayaiam ie 
afuM f9u la nan on ar^ trrei DISK £2.99 

TARKUS AND THE ORBS OF DOOM The toiow up to iha vwy 
ebpu* Mit—anO te Qy—I ol Fair « an arwia aiSaniufe tor ora mIwq playm 
■mAanaoiSfy T>B«nMTartuia>ealhahaU0'hegiampa(0tid>an. Aouaiahua. n 
heUhan *ab^ Wa iwy e ia^WMa •ofi* «a eeiaei iha OiM d Doom ana piavara ra 
wo el am VtwV DISK £2.99 

Tbeaeeva/iiorew e oandwg g ae t aaaen M oMaree on a eeuoia pae* tear 
me c/TAoet^TARKus ti oouate rack otOK cs.oo 
LIZARD SaMfbvawiiaMMNaMASyabinnmimenWviertfiniirioei'tniuft 
Oaanr te HV «eb B bvg aair ea leraHWH raaaarg M nuga eoreim aoitfi ae N»i>rg 
crtamobaaAavMauaarbMai ThsaraaMertr DISK £4.99 

TARKUS AND THE CRYSTAL OF FEAR a baa wHng Knlag ecM 
aererere AM4ia>UM4w«il AMSuiAtebteataWKTawa DISK £4,99 


UISSIOM 2IACOK 

leuoeox 

THE TIMA MHO 


Diakta.g* SOWOH Olak u.fi 

DBun.te SOWOBSAB^FM Olaa CA.H 

bm t2.M SAOO. WORKSHOSB 1 • 0 OUH C2.99 

aaeh 

taaa Uf Hr tuVisr iMBili ar iia M»a preiueli. aiMM ntt* cnaatiM'p.e.'ft BiyaM ta 
ngeOwalipiUi Rtoa mmi W N* liire*«aWaiaMfi,aiaaatwati.H 
41 areire fieViaM RfKK ■* cIm» pBln| Wr aai W Miigat e >»H at Welw CMwiei 

m DFVaOWITt 1S9 WULEY KiO. mU. KST VORKSMIL «l in EKLUII) 


ATAM 
C CLASSIC 


FOR THE DEDICATED 8-BlT USERS 

Covering the 400/800, XLXE/XEGS 
Published bi-monthly by the user community 
Software-hardware: Reviews, Tutorials, Mods 
FVee personal ads for our paid subscribers! 


Subscriptions: U.K./ Europe 


AIRMAIL 

$38/yr 

Canada Surface 

$30/yr 

U.S.A. 2nd Class 

$25/yr 

AC Software Disk (3^) Worldwide 

$9/yr 


Remit in US funds only, please 

Editorial Offices: 179 Sproul RoadRt. 352 

FVazer, PA 19355 U.S.A. 

Ben Poehland, Managing Editor 
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mu TYPE-IN 



he aim o( the ftame is to gei a total of 21 . or as near as 
possible to 21 without exceeding li. with 2 or more 
cards. Number cards count at face value, acea are 
worth I or U and picture cards are worth 10. You win tfyou 
Anish with a belter hand than the Atari, who acts as dealer 
and banker. 

Special hands are PONTOON (21 with 2 cardal and S CARD 
TKICKS (any hand of 5 cards of 21 or underl. You bet on (he 
basis of the Arm card dealt to you. AAer that you can BUY a 
card for (he same slake. TWIST a free card or STICK with the 
hand you have. The jiame ends when you run out of chips. 

USING THE PROGRAM 

The dealer's cards are shown on the top half of the screen and 
your cards appear underneath Two cards are dealt Initially • 
One for the dealer (face down) and one for you (face upl. The 
Arsi thlnj^you must do is place a bet; You are fivtn 20 chips to 
slarl with, and you may bet 2. 3. 4 or 5 chips depending on the 
value of your Arsi card. The default slake la set at 2 chips. 

Move the arrow with the joystick and press Are to raise or 
lower the stake; move ihe arrow over ‘play' and press Are to 
place your bet. You are then dealt a second card (face upl and 
(he dealer gels another card too (face down). At this point you 
may ellher "twisf, "slick" or "buy^. Again, you aekci your 
option with the joysQck. The program will tell you If you try to 
make an illegal move • Kor instance, you can’t "stick* if your 
score IS under 16. and you can't "(wist* if your score is under 
12. If you opt 10 buy another card, the amount you pay will be 
equal to the Initial stake for the round. You can continue 
buying [If you have the chips) or twisting more cards until you 
are happy with the hand you have. Two ihings to note here are 
that you can’t buy after twisting, and. If you are going for a five 
card trick then you must twist the Anal card. If your score 
exceeds 21 you are "bust" and the dealer wins the amount you 
have bet. wttliout showing his cards. 

Play passes to the dealer when you have a pontoon, a five 
card trick, a score of 21 or If you stick on a score of under 21 . 
The dealer may stick on any score over 15 and he ‘pays* on 
one more than the value of the cards he holds. For example. If 
the dealer's score is 16, he pays on 19 or better, so tfyou have 
19. 20 or 21 you win an amount equal to your total bet; you 
gel your own outlay back too. 

A "Pontoon' is the best hand to get. as it can only be beaten 
by a dealer’s pontoon. In keeping with the original card game, 
the only time the cards get resbuAled Is alter a pontoon and 
there Is a short delay when this takes place. Finally. It is hoped 
that you will And PONTtXlN as enjoyable to pla>' as it was to 
program - Even though it is a simple game you may discover 
that It can prove to be quite addictive at times. 



by Ann O'Driscoll 
and 

Phil Cardwell 


•r f aen • zi pohtooh ti » 

X6 99 acH • ky • 

TJ 40 9tn • csrawiii I * 

CT 99 ntn • Ann o'Srivcon * 

CM 99 9tm -----* 

99 79 ftcn • aCH AtAII U9CA - ACC 1999 » 

If 99 lew mmmmnmut M nnfmnnummmmmmmmnmnmm 
zn iff «ZN CC$tifZ4>:C05Uf 19991909V9 iff 
ftCOfUf iffftCO^Uf Ifff 
AM iif PfLZsifZZlPHHOVCftsifZfcKAf563346 If 
YfsZffifMfsfZ 

XU ilA SHUrsXfflfCTsXfflPlCs44f1fZC3a47A{ 
Clfs4if:fCesfffISCfZsSAf tflOsSff i HCfse 

if 

rm IZf fin AlCiSI«T«<2fX.CA(f7).ccazf.6(4 
>,f<7>.fL«(Xff6>.H6(Z9i.f$(7>.PPfCD.H 
6(i3>.SU$(2f).SUftCXfl.PA6GLR$(2«» 

Jf i4f 9tH Eftfl .P»<f> 

CO iff C«Cl,if)5*'^^_p^ 

2f.Xl>5Ctt7.1f>(C«(XX«6fS=Ct(7.XZ> 

WO iff C6(S7,f4>5Cf (7.X2> 

UN I7f PAfCLlfs^hhgPigPtlCBlhMlIiiiHiiWffBT 
(2}4*<: PfCCLAsAft (PACCtlf) 

ZJ iff POl H5i Tf *ZiC(l>5H:MCKT HsPOl Us 
i Tf 4:StMiSfIf(HisfcHCHT Miftfisf 
NO I9f fLfCiiS** **lfLfCXfXS** **tfLt(Z)5iL6s 
HSsfLS 

fC Zff SUf S**6b444c4«f«TTC4i Ji*4ghtfZ44«kl*' 
t SUf f 5*'Pm4 * 4WA44 4«n44 * 40im Pi4 4 qr S t« 4 
♦ 444*VirX** 

HV Zif CLffC ailfPCH Bi»4.f .**K:*' 

Of tZf GOTO fXf 
IT ZXf OEM 

GH Z4f ClAfHXCS f:OLSPECR(ffli426f»PECK(6 
fi>tf01E »L4X,ffir0R AaO TO iZiPOKC fL 
4R.PCEK(fL4HT47:MMT R 
KA Zff PME fL^lZ.iXZtPWE »L413. iff 
CJ Zff FOR ns14 TO ZOSPOKE »L4R«PEEK(fL4R 
}4Z!REKT R 

RU Z70 POKE »L4Z1.132 

•Z 200 POKE 54200.f4:«05Uf 1330SPORE 6420 
G.lfZsGOfUf 1400 . 

■2 290 POKE 7*2«leP0Ke 700.42SPOKE 709.0; 

POKE 7iO.20;P0RC 7tZ.9 
Cf XiO POKE Pfl.X4Z.66 I POKE Pf L1410,14 S POR 
E PfLZ4iS.246SPOKE P&1.Z420.60SPOKE POL 
Z4Z6,9 
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TL 339 »OKE P0l.X*43« IS: ^OKE PSLX+Si < •: PQK 
E PSL14SS*S7sP0RC PPLZ«Sl,7P:PORE PPLZ 
*ft6,9 

HZ 3S« POKE P0tZ*S4,OSSPOKE PPLZ«92,152PO 
«E P0LI»974245:POKE PPLZ»l02,50:PfiRE P 
OLZ«107.9 
ZL 300 RETUKH 
PC 370 OEM 

ZP 300 FOP MSI TO 100sM=IHr(RHPCO)«S2>»l: 
VsIHreRH0<i>KSZI«ls2=eCKIsCCXSsCCVISC( 

VJSESMEKT MtPE TUPM _ 

£J 390 N$=**F aXH3aESf*:P09ZTt0P 0, 

i9t? BtSsPOSZTXOH B«19l7 HS 
UZ 400 CQ9U0 1390 

jm 410 OTs0T<»CPMB:OS AHO 8T<S PHO •T<CP)' 
(PHOsilS PRO 0r>l)2P09ITZ0P 7«0tt 0T 
SK 420 POSXrZOH 10,0:? OTSZP PH0O14S THE 

0 400 

LO 430 OH^OTtCPsCP-OTiPOSZTXOH S4.1S:? CP 
I*' "SRETUPH 

HM 440 P091TZ0H M.V:? C9tSUsXNTC(Z-11/13> 
:0OiZ''ei3»9U> :Pt=9U3(7K9U«l,7«90«7> :P0 
9XTI0M K»2,Y73:7 PS 

GP 490 PP*=0O<HO,0O)SPOSZTIOH X^l.V^lt? P 
P3)PO9ZTXO0 X«4,V70:? PPOSZP H0>10 THE 
0 0OsAO 

QM 400 SOU0O 0,90.10,etF0P OH TO 2O>0CMT 
0:90000 O,0«0,0:aETU0H 
IX 470 P09ZTZ0R K.Vl? C$iPO9ZTlO0 X«2,V«1 
17 9 UO«:retuop 

VK 400 ecscc«xtir cesoz ther ecsi 
Z9 490 OETUP0 

ZG 800 9<l)39Cl)«0flt9C3l89(2770O:ZP 0O:i 
000 OPS# THER 9(21s9(X)710sorsi 
VT 010 IP 9 (II >21 THE0 m9s**vou ore 0097**: 

POP )90r0 1140 
MJ 020 ZP MsO THEN PETUPR 

OP 030 N6313G09U0 IC9i7 **veUP OCOSE 19 **; 
9(l)j:lP 9(2)<>9<1> «■» 9(2><22 THEN T 
** 00 *'|9I2IJ 

6 V S40 ZP 9(llsZl OP 9(21521 OP Xs30 THEN 
HETUOP 

HO 680 7 ** NHOT HOM?":OErUP0 
HK 600 9<3ls9(3)79Oss<4>s9<4>*0O2ZP HOsl 
AHO APS# THEN 9(4189(41*10I0P5l 
PH 670 XP 9(41>21 THEH 9(4159(31 
ZP 800 BETUOP 

T2 890 HO = **VOU HAVEN'T ENOUGH C0XP9"SOO9U 
0 WSlPOSZTXON 0,21t? OLftZP 9<l>>li O 
P (9(2)>11 AHO 9(2)<22> THEN 790 
VH 600 lt$S**VOU HAVE TO QUZT**:C09U0 He9:C0 
TO 1270 

ZR 010 P09XTZOH 0,19:? OL$:PO9ZTZO0 0,19: 

IP nosl THE! nG=i:PETUPH 
CT 020 ? n*:POR Ost TO OO0:HEKT »:P09XT10 
0 0,19:? OUftPETUPH 

KY 630 GAAPHXC9 OJPOKE 782,1:P0KE 709,18: 
POKE 710,144 SPOKE 712,144:PO9XTXO0 10, 
10:7 **9HUFPLXHC CAP09...** 

VV 040 POKE 02,0160900 9MUF:CP52010T52:6A 
HE5l:P0RE 704,288:60900 240 SPOKE 786.H 
TOP 

LP 686 ? CHR9CX28); 

PC 600 POP R=0 TO 9 9TEP 9:PO9ZTIO0 30,0: 

? EOtPOSXTIOH XR,0*7:7 P9:HERT 0 
911 070 POP 051 TO 10 9TEP 9: POP R=0 TO 8: 
POSITION 30.H7H17 •*♦•*cPOSITION 3O.H*0: 
7 **i**sHEXT HlHEXT 0 
ZP 080 POSITION 31,3 1? "PONTOON** 

6 Z 690 P09ITZ0R 32,1117 **00006**: P093TX0H 
34,12:? GAME: POSITION 32,14:7 **CHIP9**: 
POSITION 34,18:7 CP,'** ** 

TP 700 0Ts2T0HseT:l^0:AP5O:PP50:0PP5pP(TP 
=OiP50cVlsO:V259:X=0:POO 051 T0 4:9(0) 
sRsocRisOiREMT 0:0(0)50 
EJ 710 IP CP<OT THCR OTsCPlMA^OT 
03 720 POSITION 1,0:7 "STAKE **J0TSPQ9XTZ0 
H 11,0:7 **AHO0HT **;AM 
QY 730 PEN 

PI 740 POP HNsi rO 2: Y5V2: 6O9II0 PlCiGOSUO 
SCO :T5V1160900 PT62:60M0 CPO:O(O0)5C 


(CC) S K5X*0 

FT 700 ZP 0N51 THEN 60900 OET 
UN 760 60900 CR6:ZsC(CC):NEXT NX 
AO 770 IP 9(2)521 THEN PFslj n95"V0U HAVE 
A POHTOOH** S GOTO 98# 

PI 700 PEM 
TP 790 60900 1410 
PO 000 IF PX0<>i45 THEN 080 
CO 010 EP TP51 THEH )«95>«you CAR*T D0Y APT 
EP THI9TZH6**:C0T0 940 
HE 020 IP CP<OT THEN GOTO BRO 
JH 030 IF NS24 THEN M$5"V0U MJ9T TMZ9T TK 
£ LAST CAP6":60ro 940 
OX 040 OICAH»0T:POSITION 10,0:? AM:CP5CP- 
iTlPOSIlZOR 34.10:? CP;** "IGOTQ 900 
XH 060 IP PX0 006 THEN 000 

NL 040 IP 9(1X12 ANO (9(2X12 OP 9(2) >21 
) AND K024 THEN n$5*'VO0 CAN'T THZ9T 0 
N URDEP 12**rCOT0 940 
m 070 TPsitCOTO 900 

AO 000 ZP 9(1X16 APO (9(2) <10 OR 9(2>>2l 
) THEN M85*«Y0U CAN'T STICK OH UHOER 16 
"IGOTO 940 
96 090 60T0 970 

HO 900 ZsC(CC):YSV2:609UB PZClOOSUO 900:6 
0900 CP0IX5X*# 

OV 910 IP Xs30 ANO 9(1X22 THEN P5l:H$5*«Y 
00 HAVE A 0 CARO TPTCK": 60 Tn 990 
NO 920 IP 9(1)821 OB 9(2)521 THEH K9s"Y0U 
HAVE PEACHEO 21**1 GOTO 980 
PH 930 GOTO 790 

LO 940 60900 ICS:POKE 704,288:GOTO 790 
CP 980 60900 ICS 
P6 900 PEN 

Lt 970 MSB:AP50iXs0<VsvilP0P XRsi TO 212s 
OCHH)I609U0 PZC:609U0 9C02:KsK*0SNEXT 

NN 

LO 900 IP 9(4)s2l THEN OPP? 1: H9 £**POHTOON I 
**:60TO 1140 

06 990 XP PPsi THEN H8s**y0UP PONTOON MINS 
r**:iei:GOTO ii4o 

V4 1000 ZP 9(3)>21 THEN HS5**I*H O09Tr**:Hs 
l:60T0 1140 

6V 1010 H65i: 60900 HES:? «'HV SCOPE Z9 **:9 
(3>;;ZF 9(4X>9C3) THEN ? ** OA **;9(4); 
OH 1020 ? *• «»;:XP 9(4X10 ANO K<30 THEN ? 
'*TriE NEXT CANO IS..**:POP 051 TO 800:N 
EXT 0 I GOTO 1120 

91 1030 ZP 9(4X22 OHO K530 THEN MBs"# CA 
NO rRICKt**:60TO 1140 

A6 1040 ZP 9(4X>21 THCN NG5i:609UB HES:? 
"THINKING.. ."I POP Osl TO 600$NEXT Oil 
P (9(4l-0)/13<PH0(0) THEH 1120 
VO 1080 IP Psl AXO X<30 THEH l«f:"VOUP 8 C 
AP09 MZH":M5l:G0T0 1140 
09 1060 IP 9(4)521 OR (X530 ANO 9(4X22) 
THEN M$5**TQU6H L0CK":6OTO 1140 
Cl 1070 NOs**i«LL PAY ON ** $ NKLCH (H9) *1) 59 
TPO(9(4)«1) 

VV 1000 ZP 9(2X22 ANO 9(2) >9(1) THEH 9(1 
)59 (2) 

HV 1090 ZP S(4><9(1> THEH Hsl 
PE 1100 IP (9(4)«1<9(1)) OR (9(4)521 ANO 
P51) THEH mt 
PF 1110 GOTO 1140 

VT 1120 Z56(CC)160900 PZC;6O90B 9C02:K5X7 
0:60900 CRO:POSITION 0,21(? 0L9:60T0 1 

000 

IH 1130 PE0 

50 1140 H65l:6O90O IC9:? K9;«' **; 

PP 1150 IP Id THEN ? **VO0 KIN ";AH;$0R5e 
K'AHtCPsCP4<AHN2)SGOTO 1170 
EZ 1100 7 "YOU LOSE **; AH; 10K50R*Alf 
CP 1170 t *• CHIPS"; SZP AK51 THCN 7 "* ** 

PL 1100 7 ** " 

ZM 1190 6AHC56ANC*X:P09ITIOH 0,21:7 OLOiP 
O9ZTI0N 0,21:? *•> CONTXH(ie**:PH05l 

18:POKE HPO.PXO:POKE HPO*l,PKe 
06 1200 XP 9T0Z6(0) THCN 1200 
PN 1210 PK050S:POSITION 0,21:? BL8 

eo/rtfnu*d w 


)9 


Naw Atari Usor • Imlia 6$ 






20 


l&sv* 65 ' N«w Atoci U&ec 





Feature 


COMPUTER 



I think I'm turning mio ihv much'dr^dded computer geek. 

It started with an innocent trip to a computer store, just 
10 look around. As president a computer users group. I 
feel It's necessary for me to keep abreast of what's happening 
In (he computer world. But there should be no legal way (or me 
to enter these places, the same as liquor stores. I cannot go in 
either without buying something, to the detriment of my vral- 
let. not to mention my liver. 

At any rate, I was looking around the computer store ai all 
the IBM products, which are useless to me with my 8-bit Atari, 
when I spoiled what was caUed a power centre. This Is baslca)* 
ly a power bar and does the same thing, except that It sits 
under your monitor and has a lighted rocker switch to turn on 
and o(T each individual component of your computer system. 
The thing which caught my eye was the rocker switches, each 
of which had an LRO In It. Under each switch was a 1^1, 
COMPUTER, MONITOR. PRINTER. AUXI and AUX2. There 
was also one labelled MASTER. You can imagine my dellglu 
when I found lhal pushing each switch caused an LED lo 
come on. 

I guess this fascitiation comes from growing up watching 
Star Trek when it orl0nally aired. I mean the real show, 
with plywood sets, people who couldn’t act and kMa of 
(lashing lights. You'd think after 25 years of trying they would 
have learned how to act. but after viewing Star Trek VI. the 
only thing they learned was how to go grey and gel fat. 

Anyhow. 1 grew up thinking that anything that had Dashing 
lights was new and exciting and a harbinger of the future. A 
display of LED’s puts me into immediate ATTRACT/EXTRACT 
mode. The lights attract my attention and make It much easier 
for the salesperson to extract the money from my wallet. 

51 dollars and 87 cents later. 1 was the proud owner of my 
very own power centre, which I needed about as much as the 
Queen needs another son gelling married. This couldn’t be 
considered one of my more astute moves seeing as how It did 
the same job as my existing Sd.95 power bar. but it sure did 
look great aAer 1 set It up The problem came in selling II up. 

T he desk my computer sits on was built by my fawHirite 
uncle when I was In Grade 5. It always was a nice 
desk, but as my compuier-geekdom grew. I had lo 
build small extensions on either end to house my ever*expand* 
ing computer system. Every component you add has It’s own 
power cord. Now that 1 have a computer, monitor, amjriifled 
speaker, two disk drives, a modem, two printers and an 
XEP80, there's a lot of wire behind that old desk. And I mustn’t 
forget the power centre which oiigliiaily caused the problem. II 
too has Its own cord. 

I don't know how a peKectly straight cord which you run from 
the Individual item to a wall plug or power bar can magically 
become tangled up with every other cord back there, but it 
looked like a deranged mating ritual of singularly bomy 
snakes behind my dear departed uncle’s desk. The poor oM 
guy would have been shocked. 

Given that I couldn't move the desk because of the extensions 
I built on either side, how was 1 going to get the wires from the 


Ever bought something for 
your Atari that you didn’t 
really need but for some 
reason just had to have? 
Gordon F. Hooper knows the 
feeling 

floor up to desktop level to plug them into the power centre? 
For that cnaiter. whai the hell am I going lo do when when I 
have to move? I guess I’ll Just have to sell the house minus my 
computer room, and remain holed up there for the rest of my 
natural life. 

B eing a budding computer geek. I tried lo think of a high 
tech way 10 sort oui the wires, but ended up using that 
venerable <rid standby, the metal clothes hanger. I 
unwound 11 . straightened it out and pul the plug end of the 
components wires onto the hooked end of the clothes hanger 
to IlD (hem up. I bet somewhere along (he way even Stephen 
Jobs used Lhe ubiquitous coat hanger in the process of making 
the first pracUcal home m1cro*compuier. Probably he ran out 
of wire at 4 am one morning and pressed the coal hanger In as 
a substitute. I know I made an emergency electrical repair with 
one on my car late one night. You don't want to know what the 
clothes hanger was doing in my car. why I was out late at 
night, or why I’m now spending (Ime at the library looking for 
Information on STD’s. 

A fter everything was connected and I had 0oaled for 
half an hour about how impressive the lights looked 
while pushing the switches on and off. 1 sat down at 
the computer to write a letter to William Shatner asking for 
advice on how to overact. When I finished. I wanted lo turn off 
the printer and use the other one, so with a quick glance at the 
power centre, I pushed the switch. Oops. It was the COMPU* 
TEK switch ] turned off. Too bad I hadn't saved It to disk. After 
swearing for a few minutes. I reaJUed if 1 had been sallsDed 
with the ori^naJ power bar this couldn't conceivably have 
hai^ned. Trust me to come up with a brilliant new way to 
lose data that costs money. That must be the reason they 
made me president of a computer club. 

Oh well. I guess t'U go out and trade in my glasses for the 
horn'rimmed variety and buy a plastic pocket protector so 
pens won't slain my shirt. Maybe 111 even go whole hog and 
buy a bow tie so that I look like that ultimate computer geek, 
an IBM owner. 
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U/XE PROJECTS 


WRITE PROTECT 


Steve Whiteleyfrom Western 
Australia presents a fairly 
simple modification to your 
drive that anyone who can 
use a soldering iron should 
be able to do 

This project i9 for an>‘one who owrio an Atari 1050 or 610 
drive, and does not have a svrltch to enable disk write to arty 
disk. I know what a pain It Is to have to cut notches In the disk 
so you can write to the back of ti, or write on a dtak wtth the 
notch covered, so here's how to install a switch to remove the 
tiresome task of cutting or opening notches. I do not accept 
any reaponslblllty for damage incurred while fitting these 
switches, but I have fitted them myself without any trouble. 


COMPONENTS 

The components you will need are 

I D.P.D.T. toggle svdlch 
I small red LSD 
I small green LED 
about 10 inches of 3 strand wire 
I soldering iron * solder 
I resistor (colour band • red. blue purple, 
gold • for the 810 ) 
other lengths of wire as needed 


810 INSTALLATION 

I should mention before you begin that you will need to find 
somewhere to place the switch and LEDs. Work this out first 
so you will know the lengths of wire you wifi need. 

1 First open up the top of your 810 drive and locate the side 
circuit board to the left. At the tear of the board locate the 
two connectors going In. We wifi be dealing with the first 
connector, which should be colotired brown. If it's Uue you 
have the wrong one. You wlU notice that there are 5 wires to 
the connector. 


SWITCHES 


2. Now you will have to locate the solder pads on the other side 
of your Circuit board corresponding to the connector and 
s^der one strand of wire to pad 1 it^l. another strand to 
pad 4 and another to pad $. 

3. Take the switch and solder the end of the wire from pad 1 of 
the circuit to pm 3 (boiiom) of the switch, pad 5 to pin 2 
(middle!, and pad 4 to pin I (topi. 

4. You now have write enable/disable In your drive. Have a 
test (try writing with and without a notch in a disk, and 
make sure that to write to any disk the switch Is down), If 
you wish to continue and fit LEDs come on back. 

5. Back so soon? Right, now when I reler to the other' pm "x " 
(on your awlichl I mean the side that you haven’t as yet 
used. 

You will need to soldef one end of the resistor to pin 1 (top) 
of your switch, on the same side that goes to pad 4 • this 
gtves power to the LEDa. Solder (he other end of the resistor 
(o the other pin 2 (middle). 

8. Solder a wire to the other pin 1 (top), and another wire to 
pm 3 Ibotloml. and teal your red LED on these wires so you 
know which way (o solder it. To test your LED (turn on the 
power to (he drive of course) simply push the switch down 
and it should light up. if U doesn't then reverse the wiring to 
(he LED and It should work. 

If you still have iwoblems then re*check the previous wiring. 
Solder the red LED (o those wires once you have the correct 
Conner tkms. 

7. ScMer a wire to the other pin 3 on your switch, and another 
wire to pin 3 1 corresponding to pad 1 ]. and lest the green 
LED on these two wires 1 flick the switch up and It should 
light up). If all is well, solder the wires to the LED and 
position it where you want In the drive. 

There you have It, one write protect/enable switch fitted with 
LEDs 

1050 INSTALLATION 

For the 1050 you need the same equipment as for the 610 
except the resistor. 

1, First unscrew and remove the top half of your 1050 (be 
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NORTH OF SCOTLAND ATARI USER GROUP 


FUTURA 

THE NOSAUQ NEWSLETTER 

A BI-MONTHLY PUBUCATION ON DISK OR 
CASSETTE/PRINTEO COPY FOR YOUR ATARI B-BFT 

Sditorial, news, trivk. reviews, competitions, programming etc. 
Plus ... top queitty software from Future subscribers snO the 
pubik domain 

t1 FOR A SAMPLE DISK OR £2 FOR A CASSETTE PRMTEO COPY 
FUTURA ISSUE 10 • OUT NOW 
FUTURA ISSUE 11 • OUT 1st JAN 

Priccm: DISK C1.99 <C11 for« (MM tubaertpCIon) 

CASSETTE S PRINTED COPY €3.05 
Bsek iaauedlaka i •PareaflUavaitabkatonfy £1.50aach 
’ * SPECIAL OFFER: Buy lasuas 10 tor only £10 * • 

NOSAUG PD 

DISK LIBRARY 

Ovft 104 fMluflAO PO M SMrawM g« V» nnTy 

• a. OlOK UANAQSMCMT CYtTSIII rvpe« CLASSICS 

OftKEDV QUMTMtR I ATMQSAlClMC tflXmif 

T>IC HALLS MOJICT MNOOAilU 

OL HACREM NtWILfTTf AS SOMC MOWTOK PHO^SSIOHAL 
STAAT ISSM OtSKS rx MOSAMO ^MfTTl 

(full 11*1 tWlAM wKA PtmjftA iMua tO or SAC) 

PIMM maka cfwquMp.o.’E psyWs lo » g Muirty ana mnaw 

NOSAUG, 71 Walker Road, Torry, Aberdeen, A£1 ^ Scotland 
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NOSAUG PD 

CASSETTE LIBRARY 

The very bed in pubk Oomeir software on cassefle tor yoir Alan XUXE 

C01 OAHESl -AlHocMy OMEttOM. CuOHtww. Afn]«>««n T«oM« 2 A, Th« 
Envn SrttM Bade. Rods 

COS OAMES S -Tam. Am, Cory Scoow. Aa«ro«. R«MM Mil inn 2. 

COS unima • Pm < ww. ccmmom*. bbk Afl«, arvss Cawutdot. sun 

PhiMf. Sami tfaicnd, Mima., Door Pnza. Gas hWac. Typaig Evewton 
C04 AHA21HQ OCMOS • PuptolM,, VedM, LIM Dimo <KTT). Whal'^ {WFWH| 
OMNiQi^ij II. Now EMnaamao 

COS QAtfES ) • loon. Smush SMSxwd. Ion PoaOMUy. AolO, Ploy« 

COS MjaiCAi HAONSSS • WtndHfd nuM: on tm AMP, 16 sno SncHanoM 

Uiac ao> 

cor UH RJM • Colaraaaaua. RasM. Snakas 4 Laeoari, Poocom. Hm. 

Dogon* Sreav* 

COeOAilEa*-War s aw Tara. O siioi Rapaaman, WabnMar. Qtavnounti Aaoina, 
Caea.PWnB ^ 

PCI. R/TUfU issue \ • Lats Hop. SoMSienel 9 0 CvNiHer. font MiAat. Gunpoiv- 
dar Cnada Taai Aacal. To Ka a uxranodora. Romar Conwanar 

PCS . n/TURABSUE a-uaarOamo.CXaOowmia. Jwww, $ew>d Crsaior. Sound 
SAjdo, MiMc Boa. PnrVM 

PCS > FVTUfU issue i • FeMTofi. ArabK IS C . Tans 30 Jm ■ 

Progfant. Crwon Cosmos PxBsf 

PCS • nnWA dSUE 4 • Susa SSswM. V*ons. Vidsostoo. PassaxvWy hS«nicn 
OsAO My iOAg KMsr. FussScsi. OTU Skaitfead, Svteo Cansf 
PCS • PMTWA mus • > MuHEFiy U«»«sss. LlaM BMdsr. PUo. Convsrsdn 
CsMndM. Pmsd rSneMallFigK, QiiaCTC CMss. Rsvangs ol Magnus Csmo 
PCS • fvnxu Mve 6< CVew FWM 4 O, C«MS Ths Fiso. Tuftn Base. (Landom 
llusB UsMT msminiis Loai. Hmisdaei hm Ro«srs. Mtmsairs Ooir, Zsnd'i 
Ubymli Ussr Oua 

PC 7 • WTUAA ISSUE T • PMUp. CHscAsrs, Synaon, Sowing. Uandala Ksis*0eseeM 
CersKueWASa XMWi (AU Dsw 

PCI • PU1USA issue 4 SrWW 2. Trom War $Ki SeHoa. OiMSOntorOi, 
I s wiiySiia a your K siSoard. Man Casrtur, EigK sai Dsmo. Trod Wa 

Nsw titles svsliabls sooni 

AJ acsNC PD a«Ms SN Mapw m Mi»r ewssOM eenpM iMp M ooeuBsntMm 
PHcos: 1 • 3 cassattaa C2.95 oseh 
4 • 6 caaaattao C2.50 MCh 
7 * caoosttos Cl.05 aach 
P la s ss mik6 chequMf a.'s payabis (d 5 Murray anC Mnd to: 

NOSAUG. 71 Wilktf Road, Torry, Aliwdeen, AB13DL Scotland 


NOSAUG ■ SUPPORTING THE CASSEHE USER! 


careful. Jusl till It up and down unlll ll comes away). 

2. Locale the connector block whKh Is ai iKe back left just 
Inside the lieatsink. The first two connectors have two wires 
each and should be b)ue*whlle. and white*red (if they are all 
while don't worry, you can stUI do this, just do one wire at a 
time). These are for ihe write notch lnfra*red LEDs. What we 
are goln^ to do with the switch is short out (not burn out 
though, so don't worry 1 the bottom IR LED so that the drive 
thinks the disk has a notch. 

3. (f you want to do it the easy way then pull out the Aral 
connector (blue 'While wires I. cut (he two wires so you have 
enough either way to sender another wire to each. S<Mer 
them back together Ivrtth the additional wire free) and cover 
with electrical tape. 

4. Solder the wire you have joined to the blue lor lirst) wire to 
the pin 2 (middle leg) of the switch. 

5. Solder the wire you have joined to Ihe while (secondl wire to 
pin 1 (top) of the switch 

6. Re-Insert the coruiector and puU out Ihe next one (should be 
the white-red wires). 

7. Cu( the red wire, (if the wires are all white, cut the second 
one, Ignore the first wire] and. in the same fashion as before. 
Join a wire to the bare ends, re-join the wires and re-insert 
(he connector. Solder the other end of free wire to ptn 3 
[botioin leg) of the switch. 

You should now have a wcvklng write proieet/enable 
switch so go and test It (hen come back aod Ill show you 
how to fit Ihe LCDs In. 

If you want to do the job without cutting and Joining wires, 


you wtU have to lake oul the Inner workings so you ran 
access the bottom of ihe circuit board. Then solder the wires 
I told you about previously to the solder puds located under 
the connector pms. (1 m sure that’s not as hard us it seems, 
but Just a bn more worki, 

8. Hack again? KJghl • you now have a working switch, and 
warn some LEDs to show you what's happening. Solder a 
piece of wire lo pm 2 of the LED near the main power swiich 
in Ihe drive circuit, and the other end of the wire lo ihe other 
pin 2 on your switch This will power your LEDs when you 
turn on the drive, 

9. SoMer a wire to the other pin 3 (on the swl(ch) and Dnd 
somewhere lo run a ground wire from, preferably from (he 
ground wire attached to the drive mechanism on (op. and 
test the green LED on these wires. Dnce you have ll right 
(hen solder (hem. 

10. Solder a wire lo the other pin 1. and use the same ground 
wire from the green LED lo test the red LED. then solder 
(hem accordingly. 

rinally find a place to mount (hem (I’m sure you can work 
that out) and you should have a good svorklng write enable/ 
dlsaliie switch with LEDs. 

Make sure that you srudy each step b^ore you begin and 
ensure that you tiaue the correct components. Vou 

should have no problems ivith this simple modification but 
remember that neither New Atari User nor rhe author accept 
any responsibility should any problems arise. Proceed at your 
own r(sk but have/un with tV 
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MISSING INrORMATION 

A9 a abnple example of informailon from Mapping 

uke the follovnng tocaUona: 


With Mapping The Atari 
long out of print XL/XE 
programmers have had to 
struggle for a good refer¬ 
ence book but the Tyne 
and Wear Atari Users 
Group hope to remedy 
this situation by pub¬ 
lishing a new guide to the 
XL/XE sometime next 
year. To whet your appe¬ 
tite we present a few ex¬ 
tracts from the book writ¬ 
ten by Andy Thompson. 


W elcome to a few small extracts from the new pfc^am* 
ming book being created for your XL/XE. The book Is 
not yet tided but Is heavily based upon Mapping the 
Atari • REVISED by Ian Chadwick. It has corrected most 
(perhaps all] of the incorrect information and errors from that 
book and. in addition, there is a fair bli of information that is 
Just not covered In Mapping. In addition to the MAP section, 
you Will rind an XL/XE Operating System source listing with 
descriptive remarks alongside and there are several appen¬ 
dices that I hope will expand your knowledge and be readily 
available for future reference. Most of the Information in the 
MAP section that references other sources in Mapping, you will 
find amongst the appendices. 

At the time of publication of this article, the booh hasn't been 
completed but we do hope to have It ready by Christmas ilf ah 
goes wellj or early in the New Year. The liUe and price have yet 
10 be decided but keep In touch with TWAUG or PAGE 6 and 
you should find out soon enough. 

Without further ado. let us embark on the exlracls Tve prom¬ 
ised you. 


88,89 58,59 SAVMSC 

The lowest address of screen memory corresponding to the 
upper left comer of the graphics/text screen. The upper lea 
comer of the text window is at locations 660 and 661. You can 
check this with: 

10 GRAPHICS 1 

20 SCREENsPEEK(d8}*256*PEEK(8d) 

30 WINDOWsPEEK(660)*256*PEEK(661) 

40 POKE SCREEN,51 :P0KE WIN0OW.S5 

How is each mode configured? Well, take a look at ihe follow* 
ing chart: 


GFIAPHIC 

ROWS 

COLS BYTES 

SCREEN 

OL 

MODE 

full 

/Splil 

.line 

.line 

MEMORY 

MEMORY 

0 

24 

20 

40 

40 

960/960 

32/nd 

1 

24 

20 

20 

20 

480/640 

32/34 

2 

12 

10 

20 

20 

240/400 

20/24 

3 

24 

20 

40 

10 

240/400 

32/34 

4 

46 

40 

60 

10 

460/640 

56/54 

5 

46 

40 

60 

20 

960/1120 

56/54 

6 

96 

80 

160 

20 

1920/2060 

104/94 

7 

96 

80 

160 

40 

3640/4096 

104/94 

8 

192 

160 

320 

40 

7680/7936 

202/176 

9 

192 

160 

80 

40 

7660/7936 

202 

10 

192 

160 

60 

40 

7660/7936 

202 

11 

192 

160 

60 

40 

7680/7936 

202 

12 

24 

20 

40 

40 

960/1120 

32/34 

13 

12 

10 

40 

40 

480/640 

20/24 

14 

192 

160 

160 

20 

3840/4096 

202/176 

15 

192 

160 

160 

40 

7680/7936 

202/176 


Note, that the first number in the Screen memory is the 
amount of memory actually needed, where the second number 
defines the amount set aside due to handler calculallons and 
boundaries. Tbe first DL number is the amount of full-screen 
Instructions, the second being the spllt*screen amount. When 
the scree n clear function is executed the display handler clears 
the memory between the address given by SAVMSC and RAM- 
TOP, The old bug of RAM being cleared above RAMTOP with 
the Screen-CLEAR function and the scrolling of the text-win¬ 
dow has now been eradicated, so feel free to proiecl RAM 
directly above RAMTOP without any worries of it being lost. 
SAVMSC and RAMTOP can also be used in your own programs 
to clear blocks of memory fast. This Is especially useful in 
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INTERESTED? 

TWAUG rwp« to b* able to puN^ ^ book, which la llkary 
to ivi to 250 paoea, at vound C12 wMch la a remailuble 
pftco conaldering the amaU ^ of the target market and 
tha limltad reaoureaa of a uaar group, If you are Intareatad 
m obtaining a copy, write to David Ewans at TWAIM, P.O. 
Box 0. WMIaend. Tyne A Wear, NE2a 6DQ to axprasa your 
intereat Your rasponsa will anMa TWAUQ to consider tfia 
llkaly ealaa and so publish at bta beat price. 


clearing PMG’s or strings, as in the foUowlng program: 

10 POKE da.O POKE 89,40 
20 POKE 106,PEEK(106) 

30 ? CHRS(125):GRAPHICS 0 

This clears all the memory from location 10240 (40 * 256) to 
RAMTOP • 1. 6« sure to call a graphics mode aAerwards so 
that the screen write address Is returned to normal. 


LOADING PICTURES 

Here's a useful routine that can be included In your own 
programs. It wUI load a picture file into the Graphics mode in 
use: 

10 GRAPHICS 15el6;MEM«7680 
20 DATA 104,104.1 CM.170,76,86,228 
30 FOR l«0 TO 6 

40 READ 0:P0Ke 1538+I.D:NEXT I 
50 HUINT{MEM/256);LO-MEM-Hr256 
60 OPEN #t,4,0;D:FlLENAME.PIC" 

70 POKE 649,1 :P0K6 8507:POKE 852,PEEK(88):POK6 
653,PEEK(89) 

80 POKE 8S6.LO:POKE 867.HI:POKE 858,4 
90 X«USR{1536) 

95 CLOSE #1 

If you wish to save the picture to disk, (hen you ... well you'll 
have to check the book where you'll also find additional In¬ 
structional information • for all programs. I’m not going lo give 
It aJl away I 

As you can see. all of the XL/XE graphics modes are covered, 
'There are various other locations throughout the book that 
also support all 16 modes, of course. 


CLARIFICATIONS 

Another featiire Is the clajtfkaUon of many locations by extra 
program listings, such as; 

186,187 BA.BB STOPLN 

This Is the line where a Basic program stopped either due to 
an error or the use of the Break key. also when a Basic STOP 
command Is encountered or where a TRAP statement occurred 
Tiy the following: 

10 TRAP 30 

20 ;thts is a deliberate error 
30 LINE=PE£Kf186)*256*PEEK(ie7) 

40 ? "Are you aware of error ’iPEEKtlSS);' at lin© "iLINE 


50 TRAP 40000 

I beUeve that subjects are besi explained wdth small strajghl* 
forward Basic i^ograms. rather than complex, badly wriiten 
paragraphs of the English language. The TRAP 40000 slaie- 
menl above aunjrfy turns olT ihe Error TRAPpmg mode. 


SCARCE STUFF 

How about subjects that you don't see in ihe majority of 
manuals? Well, good fM'tune has come your way because here 
Is a deachption of the hardware Umers. When were these last 
detailed? 

The HARDWARE'TIMERS arc used to count inlcrvais 
less than a jifly 11 tUtieih of a second). They count down from a 
user set value until they reach 0 whereby ihcy vector lo the 
appropriate address. These arc very handy for many applies* 
lions Including music duration, game I/O clock, colour altera* 
lions, timing and even digiused speech (see the VOLUME*BIT 
appendix). Oh dear. I've told you one of the appendices m the 
book. 

Here's a pr^am ihai uses hardware timer ): 

10 POKE 53768,0 
20 FOR 1-0 TO 12 
30 READ 0:POK£ 153641,D NEXT I 
40 DATA 

173.10.210,41,240,141.10.212,141,24,208,104,64 

SO POKE 526.0:POKE 529,6 

60 POKE 53760,30 

70 POKE 16.193:POKE 53774,193 

80 POKE 53769.1 

It's nice and easy when you see the Basic program that 
performs ihe task isn't it? Here are the steps to creating a 
similar program yourself; 

1. POKE AUDCTL with the clock frequency you wish lo 
operate In: 0-64KH2. 1 = I SKHz and 96-1.79MH3. The PAL 
system actually works al 2,217MH2. but 11 seems that 
POKEYs IRQ arc strapped to this strict timing clrcultf (It 
doesn't seem possible to disable POKETs iniemal clock for 
faster processing IRQ). 

2. Mapping says to set Ihe channel control register at 53761. 
to what and why it doesn't say. but when I was Qddling 
around with It I found that it has no use at all! 

3. Race your machine-language Interrupt routine Into a safe 
part of memory making sure it ends with a PLA and RTl, 
Note that tf >^1 use the X or Y registers then you should 
PHA them and restore them at the end of the interrupt 

4. Address your routine with the appropriate Timer-vector 
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5. POKE a value between 0 • 255 inw the relevant AUDF 
register. This is the delay (In clock-pulses) before the inter¬ 
rupt routine is re-executed You should be very careful 
with this value because if it Is shorter than the amount of 
lime your Interrupt*routine needs to fully execute then you 
are dicing with trouble. The system can CRASH. 

6. Enable your Inierrupl by setting Its bit in IRQEN at S3774 
and Its shadow POKMSK at 16. 

7. Finally. POKE a non-zero value into STIMEK at S3769 so 
ihat your counter (the AUDF register) is reset to the value 
you poked here In step 5. 

I wasn'i going to Include these steps In this extract, but 
because IRQs are a lesser known feature of the Atari. I feel that 
more advanced programmers might find It interesting. 


TRYING TABS 


Moving onto another subjeci. and Indeed another set of loca* 
uons. we have; 

675 689 2A3*2B1 TABMAP 

Map of the TAB-stop positions. There are 15 bytes 115*8* 

120 bus), each bit corresponds to I column tn a logical line, 
where a value of 1 means the TAB is set and a 0 means 
otherwise. If you wish to clear all the TAB stops then you can 
either POKE all these locations vrtlh 0 or press the TAB hey to 
land on each tab-stop and press CTRL«TAB. Likewise. If you 
wish to create a tab then position (he cursor where you want 
the lab-9lop end press SHIFT+TAB lor POKE the appropriate 
hits Inl. Try the following program. 

10 DIM C$(8) 

16 DATA 128.64,32,16.6.4,2.1 
22 FOR l«1 TO 8 

26 READ D:C5(U)sCHR$(0):NEXT I 
34 FOR J-1 TO 15 
40 POKE 675-f(J*1),0:NE)a J 
46 FOR TASs1 TO 120 STEP 3 
52 GOSU6 70 
58 NEXT TAB 
64 STOP 

70SYTE»(TAB-1)/e 
76 QIT»((BrTE-INT(SYTe))*S)+1 
82 V»ASC(C$(Brr,BlT)) 

88 BrTE=INT(BrTE) 

94 POKE 675H-6YTE,PEEK(675-fBYTE)4V 
98 RETURN 

You can use this program to set any TAB positions you wish. 
The GQSUB routine between lines 70 - 98 actually sets any 
TAB slops given to It by the TAB variable (columns are between 
I - 120). 


LOADING/SAVING FONTS 

How about those 9 sector disk fonts etc. that various charac¬ 
ter editing packages load and save. Well, the rouline to save 
your font IS: 

0 DATA 104,104,104,170,76.86.228 


1 FOR 1*0 TO 6 

2 READ 0:POKE 153641,D:NeXT I 

3 OPEN #1 .8.0.'D.NAME.FNr 

4 POKE 649.1 :POK£ 850,11 :POKE 652.0:POKE 

653.PEEK(106) 

5 POI^ 856.0:POKE 857.4:POKE 858,8 

6XsUSR(1536} 

7 CLOSE #1 

WKh Ihls program, having created a font In Basic, you can 
save 11 (o disk as a 9 sector font fUe. If you'd like to load li back 
(n. then I’m afraid you’ll have lo gei the book. Darn, ain’t I a 
spoil spont 


GRAPHICS IN MACHINE 
LANGUAGE 

A nice subject that Isn't made clear much is calling graphics 
modes in machine-language. It's all done with CIO. Juai set 
the various parameters. JSK to CIO and there you have It. 

Well, you could create your own Display List (DLl and change 
(he DL pointer at locailons 560 and 561. but thal’s ihe cowboy 
method. I certainly don’t do ll that way ... definitely NOTT 
Hmmm' 

10 DIM A$(32) 

14 A-AOR(A$):H.INT(A/256):L-A-H'256 
20 FOR 1*1 TO 32 
30 READ DiPOKE Ael-1,0:NEXT I 
50 DATA 112.112,112,66,64,156,2,2,2,2 
60 DATA 2,2.2,2,2.2,2.2.2.2,2.2.2.2,2 
70 DATA 2,2,2.2,65.0.0 
80 POKE A430.LPOKE A*Z^ ,H 
90 POKE 560,LPOKE 561,H 

Don't copy me. here's Ihe PROPER method; 


0100 

*•$600 


0110 ; 

0120 CIO 

= 58454 


0130 COMMAND 

= 834 


0140 BUFFER 

*836 


0150 AUX 

*842 


0160 AUX2 

*843 


0170 ; 

0180 

LOX #32 


0190 

LDA#3 

;OPEN 

0200 

STA COMM AND ,X 


0210 

LDA#24 

;CLRSCRN 

0220 

STA AUX.X 


0230 

LOA#8 

;MODE 

0240 

STAAUX2,X 


0250 

LDA #NAME&255 


0260 

STA BUFFER,X 


0270 

a>A #NAME/256 


0260 

STA BUFFER4l,X 


0290 

JSR CIO 


0300 

BRK 


0305: 

0310 NAME 

.BYTE -S:' 



Who wrote that program I hear you say. can't have been met 
Anyway, how about drawing Ln machine-code? It's nice and 
easy in Basic because Basic has supjriied us with PLOT and 
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DRAWTO. but for machine-cod^ you’ll need further informa¬ 
tion from (he book. Shall f gtve you a due...? Well, it’s all to do 
wKh locations 64. 85, S€. 96. 97 and 98. You mighl also need 
a CIO code 17. 


ROM INTO RAM 

Locailon 54017: D303 In Mapping supplies a good program 
which turns your ROM OS Into a RAM OS. Well, how about the 
internal Basic ROM and the SELF TEST package? Here’s a 
program that will turn your ROM SELF-TEST to a RAM SELF* 
TEST: 

10 DATA 173,1,211,41,127,141,1.211 

12 DATA 169,60,133,204.169,40.133.206 

14 DATA 169,0.133.203.133,205,160.0 

16 DATA 177.203.145.205.200,206.249 

18 DATA 230,204.230.206.165,204,201.88.208.239 

20 DATA 173,1,211.9.128.141.1,211 

22 DATA 169,40,133.204.169.80,133.206 

24 DATA 169.0.133.203.133.205.160,0 

26 DATA 177.203,145,205.200,208.249 

26 DATA 230,204,230,206.165.206.201,66.206.239 

30 DATA 104,96.-1 

40 IsO 

50 READ D:IF THEN POKE t536tl.D:lsl4l:QOTO 
40 

60 X«USn{l536) 

Occupied SELF'TEST memory Js locations 20480*22527: 
85000*857FF. You can also do the same to (he Basic ROM 
with this program, as described earlier, but you1l have (o see 
location 54017 for (he modifications 


SPLIT FONTS? 

Another subject which I believe has not been described in any 
other source to dale, is that of the SPLlT*FOOT mode. A very 
powerful technique that I originaJly discovered some years ago. 

10 GRAPHICS 0 

20 DL8PEEK(560)«256*PEEK(561) 

30 POKE DL+3.2*K32f64;POKE DL+7,2+32 
35 POKE DL+9.2+32 
40 POKE 54277.4 
45 ? 

50 ? "Y+fa+/2*E’F3SHMSSkYYAOllQK4/H* 

60 ? •sX(OTD/xClEOsLWDOI-Z7A#1T8044P* 

I'm not going to lell you what happens. Just type In the above 
program and RUN U up. The book doesn't realty go into whal 
you can do With this new mode, but I’m sure the pos^lUties 
are endless. ItaJiclsatlon can be achieved by including 
HSCROL on one of the lines. 

That covers Just a few of the many pages within the MAP 
section of the book but. of course, every independent memory 
location has been described. Amongst the appendices (here are 
accurately descriptive tables detailing memory usage of 
graphics modes and their DL's. detailed timing consideralions 
for bolh ihe PAL and NTSC systems, various reference appen¬ 
dices including Basic keywords. Turbo Basic keywords, char¬ 
acter-codes. sjrstem errors, etc. There area few fully explana* 


lory appendices on subjects such as Display Lists IDL's], 
Di^ilay Ust Interrupts (OLFs), Vertical Blank Interrupts (VBI’s) 
etc. Other varied appendices include information on PMG's. 
the BOOT process. IdOXE memory management. LSB's and 
MSB's. Boolean programming. Boundaries. POKEY In 
STEE^EO, the list does go on. 


THE APPENDICES 

If you are a music fanatic, then you1l find a fairly powerful 
Turbo Basic program in the relating appendix which vhll allow 
you to create good quality Basic musix. The program itself is 
only 20-25 lines, but believe me. it can accomplish many 
aspecu of channel and Uming control. Also you will find that 
the amount of dala needed for complex tunes is very small 
compared to many simple musix routines. 

If you are searching for all the information that wiU enable 
you to write your own programs lo a bool'disk, then consult 
the BOOT appendix. The CYCL8-8TBALINQ appendix will be 
useful to more advanced programmers, as will be the 
MACHirfE-CODB refererice appendix Here, advanced prog¬ 
rammers wiU find some information not listed anywhere before 
in any book or msgasine las far as 1 know). The nearest I’ve 
seen lo some of ihls information was in an issue of MEGA 
MAGAZINE, an excelleni resource for programmers. There was 
an article on ILLEGAL OP*COOES. but 11 missed oul some 
Important informatimi. You’ll have to see the book for further 
details. 

DOS 2.5 users will be happy to see a complete Usi of correct 
routine addresses. Inclusive of DOS 2.0. Mapping gave a good 
Hat for 2.5. but u was not as complete as DOS 2.0. The 130XE 
memory management a^ndix in Mapping I ihoughl was hard 
to understand, so after many hours of working out how the 
130XE does (his. I've tried lo give a more clear explanation. 
Another means of reference Is the appendix of FREE BYTES 
Inside your machine. Here's a detailed description of every free 
byte you can use depending on the programming environmeni 
your in. 'Tvm very informative appendices you might Rnd useful 
are to do with GRAPHICS MODES and, specifically, graphics 
modes 12 and 13. A good use for graphics mode 12 Is the 
classic game BOULDERDASH, but more about that in the 
book. 

As explained earlier, DL’s. DUs and VBIs are covered. Three 
very important subjects for programmers wishing lo improve 
the quality of (heir programs. The OLl appendix brings its 
power to the average Basic programmer. It's more like a luto- 
lial than anything else. Inclusive of this, there's an additional 
few pages on overcoming problems with DLTs. that will help 
you get rid of unwanted glitches etc. 

On that note well Ining this extract to an end, I am sure that 
(he book will be of use to all levels of programmers, and of 
Invaluable reference, and It might be jusi whal you want to 
advance your programming. The book includes a vast amount 
ai correct information In one source. All other sources of any 
quality and accuracy axe out of print, so I hope that there will 
be a market for a new book. This book may be THE book of 
reference, as was the original Mapping the Atari in its day. If it 
Is out for Christmas It will make the ideal Christmas present 
otherwise il wUJ set you up for a year of new pro^amming 
challenges in 1994. 
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TIPSTER 


DOUBLE DISKS 
WITH NO TROUBLE! 

A eoupM or OMt imie tlp» from Nl* 
rtM O'HMily rroir Dorry • If you biro 
your flisk prlvo up»kde down you 
don't tiov* to flip your dloko over to 
UM (M bech eWe end H you cul • 
rwteh on the leti side ol the dieK you 
can MO oiieugh the notch whJchever 
wey you held the dIsKi 


Just tike the good Doctor, the Tipster occasionaity under¬ 
goes a metamorphosts and / have found myse/fa new 
hairpiece and some trendy glasses hoping to bring a 
new. younger, image to this cotumn. We/J i*m now back 
and ready to go. The letters and tips have been a little 
thin on the ground this time because f am sure thai you 
were geillng/ed up with that crotchety otd guy in bed 
(besides I thought I might die if / stayed tike that!) but 
those letters that have come in are. as always, greatly 
appreciated and. of course you will want to send in more 
now that I have this new. suave, persona, won't you? 

What / do need are peopte to send me maps and hints 
for adventure games as I haven't had a complete sotu- 
tionfor a very tong time Indeed. So come on and get 
sending them inf 

Enough of this frivolity and on with the bit counts. 


A MIGHTY 
THREESOME 

To Sian wRh Iho codas for TARKUS AND THE ORBS OP DOOM 
are as follows (yes. I krtow i has only fast been reieassO so buy It first ihsn 
come beck wtten you are stuck) 


B-Hull 

J • Earth 

R • Dolan 

0 • Screen 

K • Crime 

S ‘ Green 

D • Atari 

L > Duster 

T - Stripe 

E' Shoas 

M • Towel 

U • Crate 

F • Socka 

N • Brian 

V- Bitter 

G • Cradit 

0 • Nice 

W • Digit 

H • Block 

P • Purple 

X • Salad 

1 • Water 

0 • Record 



SIX OF THE BEST 


(who’s been a naughty boy then?) 

Mr L. Lflf of West Drayton has sent in 6 tips for you to eri^oy. 


SPEED 

ACE 

GAUNT 

LET 


SPACE 

RIDER 


When racing press (he pause key (either 
SELECT or OPTION he*s not quite sure) 
and hold the joystick forward to Increase 
speed. Hold down for 40 seconds, then 
let go of pause. Speed aulomallcally In¬ 
creases to 192 m.p.h. Do this when you 
start and when you crash. 

(Cassette users only). Get as far as you 
can and note down the cassette number. 
When you next play, load as normal, but 
when the tape stops forward It until you 
get to (he number you last wrote down, 
use the level one cheat to get to level 8. 
So when the tape loads it will go from 
the last level you left off at, 

{or Jet Pack Space Rider); 

Press OPTION and START to get infinite 
enerj^. 


2S 


GHOST 

BUSTERS 


To get money easily, siart with the 
cheapest car. the ^ost ball, two traps 
and P.K.E. meter. When you get to 
ZUUL move the character to the left 
hand side of the door. When marshmal¬ 
low man Jumps from the rl^t to the 
left, push up Immediately. You should 
be able to get both players through the 
door if this procedure Is used. 


DCrnmnC playmg the computer let the com- 

rt\UlLvlUlV parts to the bomb. 

When he drops It in his own base pick It 
up. drop It In your own base then 
recharge, and kU) the computer. 


nrri Tin n\I when playmg against the computer in 
l/ELilinLUll ^ computer will 

respond by going slow for you to catch 
up. When you are near the finish sprint 
(o the line and you will overtake him. 
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HAWK QUEST 

The way to gel three easy flags is to drop groimd bombs all 
the lime untU you get three flags. Thanks go to Sam Wflde 
from Gorran Haven in Cornwall for that dp for Hawk 
Quest, 

Gem Warrior 

All right. aJ) right so I haven’t got the promised maps but 
next time I promise • just got to And them • sorry!! 


THAT CUTE 
LITTLE FELLOW 

This cheat from Oaniel Baverstock of Brighton Is for that 
old favourite ROCKFORD He says that he saw 
another similar cheat for the game in a previous edition but 
his one is sltghtty different. If you start the game by pressing 
Are or START, then pause it using SELSCT, ar>d then press 
RESET, when you start the game again you will have frozen 
the dock, allowing for unlimited time to complete each level. 


faithful Kevin Cooke of Exeier has eome up trumps again by provld* 
Ing help with TARKU9 AND THE ORBS OF DOOM SOCCER 
fThorn EMI) and some codes for THE CITADEL 


SOCCER by Thorn EMI ts easier If you get the bell and make sure 
that you keep kicking in front of you as running with It wUl slow you 
dovm. 

Ihsn 

The codes for THE CITADEL are not complete and as such only 
go to level 33 {Kevin hasn't got any further • yell) 


2 - SPACE 
3•CLOUD 
4'ALPHA 
5' KAPPA 
6 • IMAGE 
7'SUPER 
9 • PANIC 


9 • MAGIC 

10- ZEBRA 

11- DREAD 

12- BLAST 

13- SWORD 

14- CYBER 

15- RINGS 

16- PLUTO 


17' GENIE 
16- STORM 

19- SOLAR 

20- TRITT 
21'TIGER 

22- VIDEO 

23- HYDRA 


HELP TIME 
AGAIN FOLKS 

Sam Wilde needs help on 
Al^TE RIVATIVE 
REAl^ITY - THE 
DUNGEON He can i 
answer the Gargoyles questions 
but more importantly he can’t 
get the bloodstone. I did know 
the answers off the top olT my 
head but I've forgotten but 1 do 
know that one of you lot out 
there knows the answers so 
please pul Sam out of his mis* 
ery. I thank youll 


FREE CASSETTES! 


H your Wnt. tip or msp is used by 
Ths npslsr you csn dsSn i PFlEE 
CASSETTE drom (boss currently 
svsllsbls from Ths Aeesssory 
Shop) but you won’t gst ons If you 
dofti send sonwthing to The Tips* 
tsr • pst UppMig nowl 

HOW TO CLAIM 

If you sss your nsms In this column 
Jud drop us s line and uy My 

nsms M . and I claim my free 

Tipstsr caasstti* and simply tad ua 
which cssaslls you would llks {givs 
an at ts fostlvt Just In caas). Wa will 
whip H off to you posit haais (or 
sPsjpM swty). H you praCsr you can 
alway s gIvs us a ring Inalsad on lha 
usual numbar 



Another Kevin has sent in ups but this time Us Kevin Calford 
of Swansea. He’s got nice snlpppls for SILENT SERVICE 
and ALTERNATE REALITY • THE CITY 

Can’t use the periscope at night In SffenZ Servicd’’ Yes you 
can, If you do the following. During daylight hours, ensure that 
the periscope is raised When night falls (with the periscc^ 
still raised) you will And that you can use it whilst submerged, 
making night attacks even easierl?). However, don’t lower the 
periscope as you will be unable to raise it again. 

Normaliy in Atternate Reality • The CUy 'indestrucUble* 
llfeforms such as GHOSTS. SPECTRES. WRAITHS. BROWN 
MOLD and BLACK 5LfM£ can be killed if you use a maglcaJ 
weapon such as a MAGICAL lONGSWORD. 

Also, if you have the patience, try to And a UACICAL FUWE- 
SWORD as It's the most effective weapon in the city (there 
aren't many of these around as I’ve only come across a handful 
since playing the game * when it first came out!) 

I’ve come across a bug in their RPG • If you swallow a weak 
potion. Ihen a DEADLY POISON potion, you cannot be cured • 
even if you get to a healer or quaJT a CURE POISON potion, 
your HIT POINTS continue to drop by 1 until you die. So if you 
poison yourself from just one potion, it's best to see a healer, 
rather than look for a CURE POISON potion. 

The answer your question. Kev. as to why the publishers 
stopped producing any more in the senes is because they 
claimed that there wasn’t enough suf^ton to continue. Haven’t 
we heard that somewhere before? 


IS EVERYBODY DEAD???? 


That's all the tips that were sent In ibis time, maybe ’The 
'npster has been so successful tbst every gsme ever srrltlea for 
the Atari Classic has been featured in this column • NO WAY? 
There are still zUllons of games we have not covered and dozens 
erf extra cheats, hints and Ups on those we have, so if you’d like 
to see your name In lights or Just in print then get your stuff in 
pronto. 1 need anything that you've got • maps, Ups. hinli. 
chests, sololioos. answers to questions etc., etc. you get the 
oaeeeegfi. Fame’s never been cheaper, only tbe coat of s stamp, 
sc what are you waiting for gel going. 

All the Stuff you've got 
comes to me at 


THE TIPSTER 
NEW ATARI USER 
PAGE 6 PUBLISHING 
P.O. BOX 54 
STAFFORD 
ST161DR 

DO IT NOW! 







Ipr 



L 

i • 

Mk- 






Well, dear, you would send 
some Ups tn to The Tipster. I 
would do It 
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U/XEPROGRAMMINC 


TOKENISED 

David Sargeant 
presents a utility 
to help you under¬ 



stand the way the 
Atari stores your 
programs 

I n luue 57 there was ati article called Varedii' by Richard 
Lewis who wrote about variables in Atari BASIC tokenlaed 
programs. This reminded me of my own vrork on the 
subject and I would like to share wtth you this program which 
deals with an entire lokenised hsting. 


USER GUIDE 

When you run the program you axe presented with a menu 
ofTerlne several options for loading and viewing your lokenised 
program, Remeniber (hat a lokentsed program is one saved 
with the command SAVE "D:filename"*. 

The keys accepted are the numbers 1*9. the letter ’P* and the 
Escape key. although options 2*6 deal with listings from a 
(okenised program, so they cannot be accessed until a JUe lias 
been loaded Into the buffer. 

Option 1. You are prompted to type tn the name of the 
lokenised file that you wish to view. If you mistype the file 
name, you can use the Back Space key to correct It or you 
can press the Escape key to cancel this option altogether. 
Otherwise, press the Return key to Initiate a small machine 
code routine which loads the file Into the buffer. I have 
InitlaUsed the buffer size at 15000, but you can alter this (o 
your preference by changing the variable BSIZE. 

When the loading has finished you axe inTocmed on the screen 
of the number of bytes that are now in the bulTer ready to be 
viewed. Before you are returned to the menu, the first 14 
bytes In the buffer are used to calculaie the various offsets 
into the lokenised prt^am. An explanation of these offsets is 
given In (he above mentioned article. 

Option 2. This option just lists the offsets into the lokenised 
program and addresses of the R0M*based tables. 


Option 3. The variables used in the lokenised program are 
listed page by page. 

Option 4. The values of the variables listed by option 3 are 
dtaptayed. 

Option 5. This is the option you choose to list the lokenised 
BASK* program Itself. You are prompted to type a line num* 
ber from where you wish the listing to begin. Atlhls point 
press the Return key to begin the listing from the top or type 
In a line number. Program line numbers range from 0*32767. 
so any number greater than llils Is not accepted. Again, if 
you mistype a number you can use (he Bark Space key to 
correc( It. If (he line number Is a valid one the listing begins 
from there. If i( cannot be found you are Informed on (he 
screen and returned (o the menu. 

Option 6. 'This just lists (he last siaiemeiil to the screen. The 
line number Is 32768, 

Options 7.8 and 9. A lokenised program by itself is impos¬ 
sible to follow. When the computer creates (he program It 
uses tokens from the ROM-based Statement. Operator ajid 
Function tables. So to understand a tokenised prograni you 
need to know what these tokens mean. These options Jus( list 
these tables. 

F. This Is a toggle for the printer. When this is *OKF all output 
IS directed to the screen. Wlien it Is ON* two methods of 
prlniliig are used. With options 3.7.8 and 9 output is stlU 
directed to Ihe screen but when each screen is completed you 
have an additional cotton of printing It, Wl(h options 4 and 5 
all output is directed to the printer instead of the screen. 

Escape. Exit to a normal Graphics 0 screen. 

Throu^out all of these options you should be guided by the 
prompts on the bottom line of the screen. You can pause 
between page listings, print data or return to the menu by 
pressing the relevant key. 


30 


l8sii€ 65 . New Aiori U»«r 


TOKENISED BASIC 


EC 2 RCn » ATAAZ OASZC TOKENS M 

RZ 3 AEH « bv bbVid S«i*9*ant • 

IV 4 REH »-- • 

NP 5 SEH » HEM ATARI USER - 0£C 1993 • 

HH 7 REK 
ZO 25 GOTO 15090 
LK 1999 REM 
HI 1019 ? •» . 


CH 1939 T Enter 4kl9 nene : Ds> 


PQ toso T •*! ^or Menu 


: •*,*0P 
";FU 


1920 




1939 

7 

1049 

9 



tOS9 

' 



1069 

? 

1979 

7 



1980 

7 

1979 

7 



1190 

9 

1110 

7 


96 1129 POSITION 24,3:609U9 lOfiOOMP KEY: 
27 THEN 1279 

PI 1139 8EH l■>PB■lm■.iJ>B^Tnrr/9a 
9H 1149 PlUC9PEC9<3lTPli.EN«HC5; TRAP 1299: 

OPEN N1,4,9.PILESPEC$ 

OR 1159 POSITION 3«7i? **0e44in9 file into 
buffer** 

VC 1190 8VT£5SUSR(A»9CH6193«19«7«0UtPE0.B 
5EZEI 

TI 1170 POSITION 3.9:? BYTES;'* bytes lose 
94" 

UH 1109 CLOSE ai:PILeXNslSTRAP 49909 
UV 1190 REH 
MO 1209 L0HEHseCEK<eUPPER)*2S9»PEEK(BUFPE 
R>1) <2S9TBUPFER«14 

AP 1219 UNTP=PEEK(BUPrCR«2>?259«PEEK(BUPP 
eH«J>-259*eUPPCR«l4 

BO 1220 VNrO=PEEK(BUPP£R*41«259«PEEk(BUPP 
E«'»93-259*0UPPCRT14 

HZ 1230 VUTP=PEEK<BUfPEA*9)«256«PECRCBUfF 
ER?7)>2S9*0UPPEN414 

LC 1240 STHTABsPEEKCBUPfEN4934299«PEEK<8U 
FFER49)-2S««BUFPeR414 
LR 1250 STnCURsPEEKtBUFPER?103«2S9NPEER<B 
UFFCB4li>-2SB*BUFFEB«14 
ON 1290 f«PfT0PrPEEKC8UFFCR412>4259NPEEK(B 
UFPER413>'2B64BUFFER414 
CQ 1276 60SUB 12988:RETUftN 
RN 1209 REH '1JJ Uiiirg 

FG 1299 ERR=PEEKC19S) : POSITION 3.7JT **err 
orn *':ERR; 

CO 1390 IF ERRslFO THEN ? ** - File not fO 
und" 

RP 1310 CLOSE til: GOTO 1279 
JH 1598 REM Uli 
PC 1518 ? ;? ;? LOfCN 

**;lohehs4 

Es 1528 ? ** vorisbie noMP toble ":VN 
TP S ? 

HB 1538 ? " Veriabie veiue toble : *';vu 
TPJ? 

oz 1S49 t '* Tohenised progroM : **:5T 
HTAB:? 

08 1558 ? " Current stoteMent **2ST 

HCUR:? 

X8 1568 ? ** HEHTOP **;IC 

NTOP:? 

U8 1570 4 •* stotenent toble **:5T 


ATTAB:? 

VU 1S89 4 •• operotor toble : ".'OP 

TAB:? 

PL 1598 4 " Function toble ";FU 

HTAB:? 

C8 1909 60SUB 12990:SCTURM 

JK 2999 REN L>SIf 

QP 2918 ? "Tokens ond voriobles" 

ZC 2828 AD68=VRTP:T0KCN=129:H1JHPAG€^::4:NU 
NCDLS=2sHUHROUSslO:NUHSTEP5=18 
ME 2938 CDSU0 11899:99SU6 12eee:REIURN 
TB 2588 REN H14dyif»Ti5f»Ttl^«rTNTTX » 

MV 2518 AD8R::VVTP : OFFSCT = e : CKAH=0 : ESCPRLS 
SC0=9 

HM 2529 IP PRTFLAC THEN C05UD 12400:IF ES 
CPRESSED THEB 2599 
ZJ 2539 IF AbORsSTNTAB THEN 2599 
VY 2549 COSilB 11409 r&OSUB lie'Oe:ir t SCPRC 
SSE8 THEN 2560 
RU 2550 GOTO 2539 
CU 2569 COSUB 12099:RETURN 
JS 3888 REH 
00 3018 REM I I 
KZ 7929 ? ** I 
•• 

NA 3939 ? *' I 

I ** 

9U 3949 ? ** I Enter storting line :> 


NO 3959 ? 


SU 3959 ? 


I ■; 76 nT>r» for default 


EE 3959 ? " > . I 

19 

PU 39S9 A88R=STMTAD:ESCPRCSSED.n 
tH 3199 POSITION 27.3:C9SUB tB890:lP Isl 
THEN 3160 

OL 3110 LlHe:>UAL(LIHCC) :ZF LZNE)232768 TH 
EH POSITION 27.3:? " ":COTO 3190 

CU 3120 TKLIHESPEEKCAOOR)«I56«PEEK(ADDR«i 

> 

VN 3130 IF TKLlNEsLlNE THEN 3190 
CK 3149 IF tKLlHC>LINL THEN POSITION 6.11 
:? Line not found ihh»":goto 3239 

»V 3159 A80Rr680R«PEEKCA88R»2>:«OrO 3129 
9€ 3169 REN IsJJfiSl 

NO 3178 IF PRTFLAC THEN G0SU8 12499:IF ES 
CPRESSEb THEN 3230 

RO 3109 ? CKR5U25} j :PR0flPT=2: COSUB 19200 
ZH 3179 IP APPRSSTNCUR THEN 3230 
SI 3299 0FFSET = PEE«C(A88R4t) :OOSUB 11409 
LR 3219 GOSUa 11998:ZF ESCPRESSE8 THEN 32 

39 

SV 3229 GOTO 3190 

CO 3230 C0SU8 12098:RETURN 

HC 2589 REH IfTWfdll' Iij'ia-I f.llJ!ld*hl 

NO 3519 08DU=STHCUR:0FFSET=P£EKCA8DR42I 

VQ 3529 GOSUB 11490:G0SU8 12090:RETURN 

OE 4989 BEN dy.-l|l<SldSld:i»f l.lBi 

W 4819 ? "Tokens ond coiwond keywords" 

HT 4929 A88R=STATTAB:TOKENr9:HUHPOGES=l:N 
UMtOHS = 21: NUHSTEPS=12 
HG 4039 COSUB 11009:GOSUB 12009!RETURN 
UR 4599 REH LI* Ij;Bili J ^a.r%Jil?»f.T;lBd 
UB 4519 ? "Tokens and operator keywords" 
HH 4528 AD8R=0PTAB:T0KEH=14:KUMPAG£S=2:HU 
W0MS = 14 :HUnSTEPS:l8 
HQ 4530 COSUB 119Bt:G0SU8 12099:RETURN 
VH 5908 HEN Hlfdfdll.'MAdiimfiTJBd 
HZ 5819 4 "Tokens and function keywords" 
TL 8929 A88H=FUNTA6:T0KCH::91 :NUMPAGES = l:N 
UNR0HS=14;MUNSTePS=lB 
HH 5930 GOSUB 11899:COSUB 12090:RETURN 
OL 19999 REH 

nV 190X9 POEE OO.TLZNELOsPOKE 89.TLIHEK1 

continue itf* 
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TOKENISED BASIC 


JK 10029 P = IHDEK**29«1$ POSITION 0,0:T OPTl 
0K$CP.P«24) 

SP 10030 POKE B8,5CftNLO:PDK£ 00,SCft«HI:RC 
TURN 

HG 10200 REM ^ 

vx 10210 POKE aO,BLlHCLO:POHE OO^OLIHCHI 
SM 10220 P=PR0HPT«35«1SPOSITION OjO:? USE 
$<P,P+34> 

SU 10230 POKE aO,SCRHLO:POKE OS.SCRHHXlRE 
TURN 

9T 10400 REM 

CN 10410 FOR FLASH=1 TO SsSOUHO 0.29.10.0 
05 10420 FOR OELAYsl TO 10:NEKT OELOV:? C 
HRS <30) : SOUND 0.0,0.0 

UL 10430 FOR 9ELRV=1 TO 10:NEXT DELAYC 
HRS (30) 

AE 10440 NEXT FLASHtPOKE 704,2S5tRET URN 
VT 10600 RCN 

UK 10010 OPEN Cll.4.B.**K:*':CaSU0 10409:X-1 
:FXLENA»CS='' ** 

TF 10620 6ET ai,KEVrlF KEV=27 OR CKEVslSS 
AND X>1) THEN ** :Cl.OSE lll:RCTUaR 
XJ 10630 XP KEYsiXO AND I>1 THEN ? CHRSCS 
0) ";CHR$<30) ; sfilenaheS (X-l. 1*12 s** 

"llsX'ltOOTO 10020 
JU 10040 IF I>12 THEN 10620 
NU 106S0 xr HOT («EV:40 OR (KEV>:40 AND 
KEV<S«71 OR <KEV>SOS AND KCVCsMl) THE 
N 10620 

OD 10000 ? CHRSCKCVT;:FILENAHC$1X.XI=CH0$ 
<KEyi 5XSI + 1S60T0 10020_ 

QP leaoe reh nsi'i.T*M!i*»i.'ii[HBTi».i»uL>iAJ 

AE 10610 OPEN «I.4.0.**K:'*IUOSUO 10400:1-1 
:LXHES:'* ** 

VV 10020 GET Ol.KEVsXP KEVslSS THEN :CL 
05C «l:RETURN 

Cr 10630 XP KEVSIXO AND I>1 THEN ? CHftSCS 
6>;'* "}CHRS(30) ; :L2HE0<l-i.l-lls'* '•its 
X'lSOOTO 10620 
OU 10646 XP X>0 THEN 10620 
OL laaso XP not (XEV>=40 and KeY<sS7S TH 
EH 10620 

NZ 19600 ? CHRSUEYl ; :LINES (X.XT-GHRSCKEY 
J:Xst»l;G9 T0 10620 
pp 11000 REH COOKERS 
MX 11010 FOR PAGEsl TO HUf^ACES 
HJ 11020 POO COLsl TO 36 STEP RUHSTEPS 
TO 11030 FOR R0H:3 TO NUMNOMS 
XZ 11040 IP XNDEKS7 AND TOKEH<=SS THEM AO 
0R:A0DR«2 

QE llOSO XP INDEK^O AND TOREH<slS THEN PO 
5XTZ0N COL.ROM!’’ TOKEN; :COIO 11000 
SV 11060 G05UD 11200:XP AODRsUHTO THEN RO 
H=23:C0L=39:PAGC=4 

NV 11070 XP IH0EK=2 AND T0REH=04 THEN ? C 
NR0<30T ;CHR$ (3 0 > ; "LET C i MRl ** 

VH lioee IP INDEXS6 THEN P=(T0KEH‘14)«e«l 
:? " ";0E5CS1P,P*7) 

QR 11090 TQKEKSTOKEH^IIIP IM0EK:6 AND TOK 
EH>60 THEN 00^23 
LT 11100 NEXT RaN:NCM7 COL 
VV 11116 IP PRTFLR6 THEN G05U0 1Z400 
CA 11120 ZP PAGE<HWAGE5 THEN GOSU6 1160 
0:ZF E5CPRE5SED THEN PAGES4 
VH 11180 NEXT PAGEtRETURH 
NH 11200 REH 

AO 11210 POSITION COL.ROM:? TOKEN:POSITiO 
H C0L*4.ROM:INVPLAG=0 
lY 11220 CHARCOPE=PEEKCA9 DR):ADDRsADPR*! 
DD 11230 IP CHARC0DE>127 THEN CHARCOPE^CH 
ARCDDE-126:ZNVFL0G=1 

KH 11240 ? CHR$(CHARC0DET2:IF IHVFLA6 THE 
N RETURN 

ZD 11250 GOTO 11220 _ 

HC 11400 REH 

EK 11410 COUHT=0:FOR 1=0 TO OFFSEt-1 
AM 11420 IF C0UHT=0 THEN ? SCHAH;SPACES; 
LX 11430 HUHS^STRSCPEEKCADPR*!)) 



MN 12020 XF PEEK (7641 033 THER 12020 
HR 12030 PORE 764.266:RETURN 
XU 12200 REH U ll'bMiiTHRU 
6X 12210 PSirLAC?(PRIFIACAO) 

OS 122X0 PsPRTFLAG*S*l:P05ITXOH 30.2l;t P 
ST6(P.P«4>:RETURN 
IN 12400 REH i rH'MI-TTTrt 
PO 12410 PRONPT=6:G0SU6 10200 
JH 12420 XP PEEK(764)=20 THEN POKE 764.28 
6lESCFRES5EP=l:RETURM 
CK 12430 XP PEER(764)03S THEN 12420 
NR 12440 OPEN N1.6.0. **P :»»: POKE 764.266 
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TOKENISED BASIC 


UK iSi2e ? CMR$(12S);:2M»CMse:COfO iSC2« 

SO 1S130 RCM 

Zf 1SS40 GBAPHICS e:EM» 

SU 2O0ee BEH 

JJ 29010 ? " 

VC 26020 ? **| HAnu options:* |** 

BV 20630 ? 9 :p=20 

ZZ 26046 POfi T£l TO 9;* •• *‘;CKB$ Cl«46) 

:tf 2=1 THEM 7 ••Loarf"; 

HK 26650 7 OPTIONS CP.P»24) :IF Z = 1 THEM * 

:? •• WiAW/Pr int*':? 

TO 20666 P2P«25$HeXT X 

GH 26070 T '* 9. TogglP Printing** 

05 26066 7 •< to Extt**:* 

au 20090 ’ **i 


GU 26106 ? "I Enter cKoice > 


oa 26116 * 


Print : 


OH 20120 P=PfiTrLAC"6*l:P05ZTZOM 36,21:7 P 
BT$<P,P«4>:aETUMM 

KC 20200 REH 

HU 26216 OPEN Oi , 4,0. **K >**) ESCPBESSCOtO: PO 
5ZTX0H 17,21 

PO 26226 COSUB 16460:CCT 81,REV 

IV 26236 IP KCV?27 THEM CLOSE aiSESCPRESS 
EPsliMETURM 

RT 26246 IP KEVsOO THEM GOSUO 12266:POSIT 
ION 17,21 

VC 26206 IP NOT <KEV>:47 AMP KCV<S072 TH 
EH 26226 

UR 26206 CLOSE 81:ZHPEKtlEY-40:* IM0eK:aE 
TUBM 

2P 20060 REN USSB3SEI 

CH 20016 GRAPHICS 6:PORE 559,6:SCTCOLOR 1 
,6,2:5CTC0L0R 2,6.6tSETCOLOR 4,9,2 

UP 20626 POKE 10.04:POKE 53774,04 

MU 29036 POKE 02,i:POKE O3,30:POME 752,1: 
652ZE:15666 

RO 29046 REH LSIJB.L Lj 

UO 28656 DIM OPTIONS(250).USES (245),0CSCS 
(370),OUPPERS(BSXZe>.PRT0UPPEflS(41) 

MT 25606 DIM PZLEBAHES112),PILESPCCS(14), 
MClS(3 9),nC2S(32),POTS(16).LINES IS),SP 
ACES(39,HUHS(3> 

OZ 25076 OPTZ0HS(l,29)S** ATAB 

I OASZC** 

JV 28606 OPTIONS 126,561s** Tekeniseo Progr 

AM 

LU 28696 0PTI0H$<S1.79)S** Pointors 

4 I 

EO 26100 OPTZONS<70.1OO)£** VariAble Hanes 
10 

TK 25116 OPTZOHC(16i,125)s** Variable Valu 
es 

PQ 2S1Z6 OPTIONS (120,1561=** ToKonised Pro 
gran ** 

LH 25136 0PTZ0NS(151,1731='* Current State 
nent *' 

SN 29146 OPTIONS (170, 20613** 5tatenent Tab 
le •• 

HV 25150 OPTIONS (201,22513** Operator Tabl 
e *• 

JQ 25100 OPTIONS (220, 25613** Punction Tabl 


HV 25170 U5E$(1«3S1=** 
avid Sargeant *' 

HO 25100 USES (30,701 3** 


vritten bv 0 


TA 25196 USES (71,1051 3** tO paus 

e to exit ** 

OP 28260 USES(16e,146)=** 

■ for Menu ** 

OK 29216 USES! 141.175) =» mLMiU for next 
PA9P ■»— to exit** 

CV 29226 U9E$ (175, 2161=** (<< Paused » 


JO 25236 USES(211,245)3* 


<<( Print >>> 


QX 25240 PESCSCI, 32) =** B V4r S varnot 
usednot used'* 

ZZ 25250 PESOS (3 3,04)=** St 

At end 

ZU 25200 PESC$(05,90)=*'l me end 
KI 25276 PESC$(97,120>3<‘ 

nuneric '* 

PP 25206 PESC$(129,10O) s'^nuneric nuneric 
nuneric nuneric*' 

PC 25296 PESOS(101,1921=" nunerkC 

ee 

VL 25306 PeSCS(193,224)3** 

00 

TC 25316 PESC$(22S,2S0)3" 

I) ess I on" 

HP 25326 PeSCS(2S7,2aQ13**S as9A9n Strmg 
string string *' 

UB 25336 PESCS(209,320>s"Strin<J Strmg 
String unarv 

ZH 25340 PesCS(321,3521="unar» str*ng 
arrag array 

AE 29356 PCSCS(353,3761="(unctmndxnen&, 
array 

KY 25300 ... PERS (BSIZC) 3*' 

6UP PENS (21 ;.DUf PEAS 

MJ 25370 PBT6UPPERS(l,40>s0UFPERS:PRT0UPP 
ERS(41>=CHSS<155) 

PO 25300 PZLfSPECS(l,2)s»0:»:PST$: 

Kn":SPACES=" 

KP 25390 REH 

RL 20466 POR 1=1 io 39:REAP A:MCiSIZ,I)=C 
MBS (A) :HEKT X 

CO 25410 POR 1=1 IP 32:BEAP A:8C2S(X.113C 
RRS CA) :HEXT X 
OH 25426 OEM l'-'l»MlJTdj 

JH 25436 SCRHLO3PEEK(60):SCRHH13PEGK(«9): 

SCREEH3SCRHLO«250ASCRNHI 
CO 25446 PLLO=0:PLHX=4:6LSPLLO«Z50«»PLKZ :T 
LXHCLO=04:TLlHEHZ^O 

HM 25456 6LZHfiL0=t28:BLXNEHZs0:IHPEX36:CH 
AN=6:PaTPLAC=0 

TO 25406 eUPPEP=BbR(6UPPER$):PRT0UPPER3AP 
6(PRT6UPPERS) 

ZG 29476 PZLEIH36:STATTAB=42143:0PTaB3429 
74:rUMTABsOPT4B«76 
BI 2540B REM 

BJ 25496 FOR isR TO 36:BEAP A:P0KE PLfZ.A 
:MEMt Z 

CZ 25560 PORE PLf3.TVlHCLO:POKE PL«4,TLIM 
EHZ 

GO 25810 POKE PLf7.SCBNLQ:PORE PL*6,SCRNH 
1 

fiV 25520 POKE PL*34.OLINELO:P0K£ PL43S,BL 
XHEHZ 

Xa 25530 PORE PLt37.DLLO:POKE PLflO.OLKt 
OZ 25046 PORE 566,PLLO:POKE 501,PLHXSPOKE 
559,34:AETURH 
H8 29556 REH 

MI 2SS06 PATA 164,104,164.170.104,104,157 
,00,3,164,157.69,3,164,157, SB 
XV 25576 PATA 3.164,157.73,3,104,157,72,3 
,32,60,220.109,72,3,133 
HS 25566 PATA 212,109,73,3,133,213,96 
Ofi 25896 REH 

HM 25060 PATA 164,164.133,204.104.133,203 
,164,133,290,164,133,265,162,6,177 
HT 25016 PATA 263,24,261,97,270,2,105,32, 
148,265,266,192,46,266,246,90 
8C 25020 REH laM IMVM ■ M 

VC 25030 PATA 04,04.00,255.250,04,00,265, 
253,2,2,2,2,2,2,2 

UY 25646 PATA 2,2,2,2,2.2,2,Z.2,2,2,2,2.2 
,2.2 

HP 25056 PATA 04,06.255,255,05.255,285 _ 
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TheCLASSIC PD ZONE 



Thts Atr AtariSJ]lght returns i/ou to the Ctasstc PD Zone! 
On this mission we'U meet a strange alien U/eJorm 
known as "the demo'. Let us hu Warp Factor 9... 

THE TOP MEGADEMO 

Kejiarded by many as ihe best d^cnoon (he Atari d*bii (or any 
K'bki for that matter). THE TOP 19 a "meKademo* divided into 
three separate demos ivmprtHinK 20 parts. The Top was profS* 
rammed by The World Federation of Mad Haekera tWKMHl 
from Poland 


THE TOP 1 

THE TOP 2 a four part demo. The entire demo loads from 
a single file 1357 sectoral! It be^n» with a brier introductory 
message attd a loud digitl 2 ed "welcome* which leads you Inlo 
the first part of the demo. A bcaiitiruily drawn WFMH lloals al 
the top of the screen. There are coloured bars above II. In ihe 
middle of the screen, a circle drawn from tiny white pixels 
explodes and Implodes. Al the bottom there is a scrolling 
message in a large, detailed font The music is smooth and 
welcoming. 

Press Shift lo move onto pari two and you will see a massive 
scrolling rnessage with words as tall as your TV screen. Each 
letter is carefully drawn from a ton I showing a fulnristic 
landscape. During the scroller. WFMH ask 'Do you like our 
second scroll?". As the word "scroir appears on ihe screen. Ihe 
smooth scrolling changes (o a Jerky mmemenl • an enjoyable 
touch which gives you an Idea of what Is to come. 

Pan three begins with a face dropping from the lop of the 
screen to the middle. It then changes lo a skull and a clear, 
dlgllized "music please" erupts from the speakers of your TV, 
This Is the rue for some moody Alan Howarih Halloween-type* 
music and two more scroUlng messages - one from the skulls 
eyet 

The final part of The Top 1 is called 'WhalT. Vector shapes 
rotate at the centre of the screen. There is a plane, clock, disk, 
etc. Just press Option to change the shape. 1 liked this part a 
lolf 

The Top I Is a wonderful demo and a Hrsl class example of 
whal can be done with an Atari S-bil and a llltle imagination. 

CLASSIC PD ZONE RATING ■ 84% 


THE TOP 2 

THE TOP 2 IS tn a similar mould to number 1. It also loads 
from a single file 1434 sectors this lime). The same style of 
introductOTy message tells you that the following demos are 
"lame*. They were the demos which didn't make it Into The Top 
1 and weren't good enough for The Top 3. Lame? Hmmm? 

The first part of The Tc^ 2 Is an Impressive digitized music 
demo which booms oul a heavy beatbox* style drum beat and 
clanging bassilne. 'These are accompanied by a sampled "yeah" 
and the occasional "burp". There aren't any graphics in this 
pari • only a strange pallem on Ihe screen. 

Next up is Thousand Scrolls'. Dozens of scrolling messages 
weave their way across the screen. Try reading them all al 
once and you'll go nuisf Some of the scrollers are In Polish • 
which doesn't hHp mailers! 

Pari three is called 'Amazing Slorles' and begins with some 
greal music. At ihe top of the screen Is a well drawn ""WFMH"" 
with a haf^ face bouncing up and down. Two coloured bars 
take up most of the screen and a scrolling message weaves ns 
way through them. The amazing stories can be found In the 
acTOHer at the bottom of ihe screen. Tliey're not amazing but. 
like all WFMH scrtriling messages, ihey do make Interesting 
reading. You will hear ihai The Top began as a 6 a m. tele¬ 
phone call and why a mum screams when she waiches TV, 

The 3 MHZ Demo la a music demo with a horrible ‘XL'Sofl* 
floating across the screen. There are also some more scrollers 
to read Press the 1*5 keys for differem music tracks. A couple 
of them are not bad • if you like synthesizer music. 

Press Keiurn for the final pari of The Top 2. h shows a 
deiaJied piciure of a space ship with a scrolling message 
underneath. Smaller space ships fly across I lie screen lo fain II* 
lar music from ABBUC magazine 

Overall. The Top 2 Is not of the same standard as Us prede¬ 
cessor but Ihey make no bones about telling you so. However, 
these five demos are still pretty good and hold their ONvn 
against many other European demos of supposedly superior 
quality, 

CLASSIC PD ZONE RATING ■ 70% 


THE TOP 3 

THE TOP 3 was. unfortunately. Ihe last part of The Top 
Me^demo, WFMH kept their best until last before leaving the 
Atari Classic. It is an eleven part demo with each part loading 
individually and depackliig before il runs. 

Part one begins with some harked music and a strange 
JiorizoniaJ graphic equalizer which pulsates to the music. A 
large Ule displaying ‘w f m h" appears above Ihls graphic and 
be0ns lo rolale, A scrolling message al the bottom of the 
screen welcomes you to The Top 3. A good start! 

Press Ihe Shifl key and you enter pari I wo • a wonderful 
winter scene with a scroll lug message of goodwill. No music 
here due to lack of space. 

Part three begins with a large scroller and moves onto a three 
bar graphic equalizer with four large scrollers; each spill ling a 
bar. 

Next up is the ordy weak part of The Top 3. It Is an awful 
demo with a pathetic Brain Soft l^o. a horizontal Polish 
scrrdler and a verllcaJ scroller In English v^lch you can control 
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with your Joystick. How did this piece oT trash make H Into this 
demo of all demosi? 

After a great deal of loading and depacking, a screen appears 
detailing Information about part five. You are told that ‘unex* 
panded freaks* won t be able to see everything 4l.c. If you don't 
have 12dK or more, you won't see the complete effectI. The 
message also tells you that over 444 KB of packed data was 
used to bring you this part. 'The depacker works all the time 
the demo is In progress. With great anticipation. I pressed the 
Shift key... 

The eerie music from Oraconus blasts from my TV speaker 
nnd a dancing girl appears at the centre of a black screen. The 
effect Is amasing! She is drawn with thousands of liny grey 
pixels. Beginning In a slow, rhythmic dance, she glides to the 
music. After a short while she begins to resilty let herself go 
and starts throwing her hands out and turning her head • you 
can even see her clothes move and her hair swish through the 
airl After a couple of minutes, the music speeds up and she 
begins to turn around and around. It Is very llfelilie? At the end 
of the music, she throws her hands up in the air and freezes, 
before starting over from the beginning. 

You really have to see this effect • It la worth the purchase of a 
I30X£ just to see the extra parts! On an BOOXL you only see 
the part when she throws her hands out and turns her head 
(still worth seeing). There are also two scrolling messages 
which scroll vertically and horuonlaJly past the dancing girl. 

As Usual, the words are beautifully drawn tn a detailed font. 

Should you ever decide to move on from the dancing girl, you 
will see Video Worm; a cute little demo wtlh a small worm 
crawling across the screen, underneath a stylish 'VIDEO 
WORM'. At the bottom of the screen Is a superb scroUer with 
live acids' (happy faces) rolling along the lop of the words. 
Whenever the scroller goes up or down, the acids bobble 
about. In the scroller It is explained that the acids are In fact 
the heads of people who didn't believe that this effect was 
possible. Press Shift and the worm (knaUy makes it to the edge 
of the screen and leads you into part seven, which gives you 
the WFMH swap address. 

Part eight is an average demo with a pole position type 
scrolling landscape. A car is drawn at the centre and a large 
ATARI' can be seen at the top. There are two scrollers, one in 
English and one In Pollsli. 'The ATARI at (he lop frequently 
changes to (he word TRASH' • 1 don't know what thev mean 
by (his bul 1 hope it means (hat all other formats are (rash. 


and not Atari! 

The ninth part Is also pretty average Iby WPMH standards!. A 
boring X-L-S (XL Soff I a( the top: a 'WFMH' and a couple of 
settlers. However. 1 dtd like the greeiinx line which fell from 
(he WFMH and bounced about. 

The penuUlmaie part Is called UnllmKed Bobs. Some great 
music is followed by a wonderful effect which shows hundreds 
ofballs flying about (he screen making circular patterns. !l is 
very fast! All the balls are the same colour and If you look 
cloaely at your TV screen, you'll see the deiail involved! Press 
Start or Select to change (he path of the balls. Superb! 

The Anal pari la called The Last Scroll and li reads like a 
farewell (o ihe Aiarl S*bU from (he World Federation of Mad 
Hackers. Some smooth music plays in the background whilst n 
slow*moving vertical scroller, in a colourful font, gives (he last 
messages and greet Inx. 

The Top 3 to a "must-see* disk which will have you reiurmng 
to u time and lime again jusi to see your Atari Classic In lop 
gear. 

CLASSIC PD ZONE RATING = 91% 


IS THE TOP THE TOP? 

After seeing The Top Megademo. 1 feel proud that my Atari 
S'bli can do so much! Not all of The Top Is grem. but with osvr 
a doren excellent parts ii is definitely one of the lop three 
demoa on the Alan 8*bli. I ihink n is (he best (so far). 

The music was hacked from commercial games and so Is of a 
very high quaitly. albeli repetitive If you own the games) The 
graphics are generally excellent wtlh great care having been 
used (o show everything In the mosi detailed way. The scroll* 
ing messages are fun to read and there are plenty of them! The 
fonts are all beaulifully drawn, 

This demo is an undoubted masterpiece which will take ns 
place In Atari 8'bit history. If only the WFMH had stayed with 
us a llMie while longer to produce part fourt However, the ihrcc 
parts we do have musi be cherished and enjoyed. Whenever 
you feel like showing off your Classic lo the local 16*bll 
big* head, just reach for The Top and walch in hilarity as he 
turns green! The Top is Indeed the top! 


See-Ya! 

Unfortunately, due to low fuel status, we must now 
return ftome. Join its rtexf lime os we travel deeper into 
the Classic PD Zone and go where no Atarian has been 
before! The needs of the Atari 8-bit outweigh the needs 
of off other systems! U has, and afuxiys shaJI be.., THE 
BEST! 

Mission 04 reviews have beeri; 

DISK #150 • EURO DEMOS 3 (featuring The Top 1) 
DISK #251- EURO DEMOS 4 (featuring The Top 2) 
DISK 0161 • POUSH DEMOS 2 (The Top 3) 


with Stuart Murray as your guide 
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U/XE UTILITY 


DIRECTORY 

HEADER 


ockind ai \ht directory of many commerclat diska. Ii 
ran be seen that in many cases the directory contains 
some form of header. In the case of ihe New Atari User 
issue disks, the header contained vnihin the directories makes 
use of characters that cannot normally be used for a Ale name, 
therefore to simply save a null Ale to disk is not sufArieni and 
some other means to create a header Is required. A disk sector 
editor can be used to amend ihe Arsi directory sector, but this 
could prove Inconvenient and time consuming especially if the 
wronft keys were lo be accidentally pressed. The answer to the 
problem was to write a small prof^am to create the header 
using a more user friendly means and hence Directory Header 
was born. 

Directory Header is capable of creating a header consisting of 
up 10 eight lines (that Is completely nillng sector 361 if re* 
qulredl. each line consisting of up lo eleven characters. 


THE SCREEN 

Apart from Ihe title at the (op. the screen is split into two 
sections. The top section Is used lo display the header as it Is 
being created line by line, exactly as It will appear vdihln the 
disk s directory. The lower section Is used for creating each 
line and to display the various menus and commenls. 

USING THE 
DIRECTORY HEADER 

Each line Is entered at the prompt thus: ’>* (ogelher vdth (he 
Instruction ' Please enter line X‘ (where X Is the cuffcnt line 
number). Editing a line is achieved by using the DELETE 
SACK SPACE key. (he left/right arrow kevs in (he usual way 
with CONTROL and ESCAPE to exit. 

Upon pressing RETURN to enter the line, a menu Is displayed 
which again allows ESCAPE to exit. 'C'’ Is pressed lo continue 
With the next line or ‘E* Is pressed to end the header creation 
and to pass on to the next stage. 


PREPARE DISK 

Prepare disk allows a disk to be formatted in eilher single or 
enhanced density. ESCAPE again is used to exit. “S" is pressed 
to select single density or 'E' is pressed for enhanced density. 


Put away the sector editor 
because John Foskett has a 
much easier way of adding a 
personalised header to your 
disk directortes 


After selecting, a cautionary commeni is displayed which re¬ 
quires *Y* to be pressed to continue. Any other key will return 
back to (he previous stage to seleci the formal densiiy. 

Upon pressing *V. the disk which is currently in drive *1 Is 
formatted and the header written Into Ihe disk s directory 
(sector 3611. 

After the header has been writlen. the option to write the 
DOS.SYS Ale Is given and upon pressing T the DOS.SYS Ale 
Is writlen and locked. 

Whether or not the DOS.SYS Ale is written to disk. Ihe option 
to prepare another disk Is presented. Pressing 'T will allow the 
formal density for this disk to be selected. Any other key will 
exit. 


TECHNICAL DETAILS 

A small VBt routine conirt^s the type of characters used at 
any time by using one of the unused locations in page sero. 
that is location 263. When this location contains a zero, only 
uppercase characters can be used. This cancels any accidental 
press of (he CAPS key or the Inverse video key when selecting 
from the various menus. When memory location 203 contains 
a non*zero value, any character can be used, (his is the case 
when entering line details. 

Two further locations In page zero are used. 1204 and 205) 
which are used to store the status of the key board from 
locations 694 and 702 respectively and restoring them after 
selecting from the menu. 

All possible errors are trapped and are displayed on screen 
together with an ajyropi i ate message. RETURN must be 
pressed to ctmllnue. 
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Confessions 


“Well, I tried 
my first one 
when I was 18 
and then I just 
couldn’t help 
myself” 

1 haven’t alway^t been an adventure )unkk. My Hte waa 
quite normal once. In fact, when I look back at my pre* 
adventure life I wa» an averaiKe elfthleen year old and I did 
average elEhteen year old things • exceaatve eating, excessive 
drinking and AUlTerancc of excessive headaches the nexl mom* 
Ing. In between my ’normal' actlviiies 1 enjoyed the odd slwol* 
em*iip on the tnisly old 9'bil. and occastonally I would com* 
pletr ihe odd polytechnic a.^tslgnmeni with the assistance of 
Mart Writer Plus. 

THE TEMPTATION 

My life was to change and rornmJtty was to be lost forever, 
however. uJI because of a chrnre encounter with a computer 
shop. It was an ordinary day. und I was making my usual 
lunchtime trip between two couvenienlly located public 
hotises. whert I noticed the small shop that would change my 
life, and my understanding of the term logic, irreversibly. I was 
drawn towards ihc new found shop and. after some dellbera* 
tlon. I stepped inside. My eyes having adjusted lo Ihe dimly lit. 
ccllar-Ilke shop. 1 approached some shelving erected below a 
large 'Atari' sign. I was faced wilh Ihe all-loo-familiar sight 
known to Atarlans worldsvidc - vast open spaces devoid of 8*bil 
software. I was jvisl about lo resume my lunchtime ilinerary. 
when I noticed a box hiding In the comer that sported Ihe 
Atari 32K’ label. It was some weird looking game called Adven¬ 
ture Quest. I was intrigued, and decided to add this novel 
looking game to my software collection. 

Some time later I arrived home and set up Ihe old Atari, and 
started loading the game. After an eternity of hisses and 
crackles it completed loading, and a screen of text appeared. I 
fell totally cheated. Where are the graphics? What happened to 
ihe sound? I want to shoot something* Wilh some considerable 
distaste I read the instruction sheet, and decided lo al least try 
the game. Many hours later I emerged, bleary eyed, extremely 
frvisiraied .... and totally hooked! 


EFFECTS OF ADDICTION 

My life has never been ihe same since, I have experienced 
situations that would make the average Bug Blatter beast run 
away screamlrigin horror. My home has been with the vam* 
pires. goblins, ores, wizards and trolls, along with a whole boat 
of other coloujful eharaeters. And, I must admit. I have not 
always been heroie. In 1^1. now I come to think of it. 1 have 
done some pretty awful things. In Mindwheel I attempted to 
cat all'’, while holding a frog, among other items. As the frog 
streamed at me to stop I first took a good bite, and ilien 
qutekly |p)bbled the rest of him down. Rven after the terrible 
deed was done I was constantly reminded of my guilt by the 
piece of tendon caught in my teeth * I still feel 111 when I talk 
about It now. In Lancelot I irled something less than gentle* 
manly wilh Guinevere (who wouldn’t’’! and 1 received a slap 
acToas the face for my troubles. After spending the night in a 
barn and being woken up by a flock of pigeons with stomach 
upsets that is tlie Last lime I try to become romamicaJly 
involved with a princess! 1 also remember swearing wilh frus* 

I rat ion In one Level 9 adventure, only to have my legs slapped 
by Mary Whiiehousel Of all the bad deeds I have done In my 
lime, my worst was most deflniiely to try and shoot Floyd in 
SiailonCall For anyone who has not met up with Floyd, he was 
a fun loving and boisierous robot, ihe creation of Steve Merei;t* 
ky and Infoeom. 

PERSONALITY CHANGES 

Mv persona has changed over the years, through my many 
adventures, and many vtsiis to dlfTereiU worlds. In the waking 
world, my worst habits now seem lo be excessive coffee drink¬ 
ing in Ihe small hours, and a tendency to mumble barely 
audibly, as I chew over possible solution a to puules still not 
beaten I also seem to spend a lot of time looking over my 
shoulder and wondering what’s hiding behind the bathroom 
door • mind you. I never forgcl my lowel.. 

I never managed to eompleiely convince my wife, Linda, of the 
rewards to be reaped In adventure, and our few allempls to 
tackle Zork I logeUter have not been lot ally successful. Still, 
our first child is on Its way as 1 write this and I am sure a 
fellow adventurer la tn the making. 1 must lake this opporlun* 
llv to tliank Unda for her mosi understanding attitude. A 
forgiviiig partner ts essential in this most harrowing of pas* 
times, as every ore'bead hunter will know. She amazes me 
with her abllJiy lo look interested as 1 bounce new ideas off her 
• *|f I could Just get the key the slime monster and use 11 lo 
open ihe door under the mushroom I might be able to tie the 
string I made out of dog hairs lo the handle and use It lo pull 
the silver tooth out erf the dragon s mouth .... now what can I 
do vmii Ihe tooth?*. 

OUT OF CONTROL 

Nol alt of Ihe pr(^>)em8 and frusiralions are as a result of 
inienlloiial puzzles. I have been sent close to screaming pitch 
as a result of inadequate programming which will not accept 
ihe most bask* of input. Any adventurer who has irled to use 
the mailer transporter tn Mtxdon's Quest will know what I 
mean lalthough Mordon's Quest, in all other respects, is excel¬ 
lent). Talking of Mt^don's Quest. That reminds me of another 
less than heroic deed. In this adventure I had lo kill a pygmy 
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In order lo feed hi» body to a man eaiirtg plant, never mind 
siicririeing a frojz to a waierfatl! What have 1 againat froiKs? 

Another of my parileular hales Is the seemingly obligatory 
mase. Why do they find it necessary lo slow an adventure 
down by putting a meie in your way? I don’i mind a ma«e If It 
18 a leglUmaie puzzle, aiirh as the Rainbow Room In Guild of 
Thieves, or the ma^es tnfocom include In their adventures 
Maaes lead me on to mapping. I have always made a map of 
every adventure t have attempted or solved. U is a compulsion 
with me now. Bven the easiest of advenlures, vnth only ten or 
twelve rooms has my map drawing skills pul to work || Isn't 
always necessary to draw a map. bui 1 like lo do It for a sense 
of completeness. I think this has developed as another facet to 
my persona, through too many hours of adventuring. Every 
possible option has to be tried, even ihe most ludicrous. This 
unfortunate tendency also appears lo surface In my every day 
life 11 can't even reud a book without Hrst reading the acknow¬ 
ledgements and prefacel). Be warned, the path lo adventure 
proficiency Is not an easy one. 

ADDICTION TAKES 
MANY FORMS 

I have, over the years, built up a formidable coUeclion of 
adventures ranging from a level children would enjoy, to the 
flertdlsh, l have tried many dt/Terenl adventure software 
houses, including Infocom. Level 9. Adventure International. 
Melbourne House, Brodcrbund. Magnetic Scrolls and RaJn- 
bird. Some of Ihe adventures I own are true masterpieces • the 
highlight In using others Is listening to the thing load! OfaU 
my adventures, most of my all Ume favourites are from tn- 
focom. who just couldn't produce a bad game. 

My first exposure to Infocom was in the form of Infidel, which 
Is classed as Advanced in its level of difficulty (although I 
found It easier than the ttvo 'Standard* Infocom adventures I 
have solved since). Infidel puls you In the unenviable position 
of an archaeologiat. left by his frustrated entourage, looking for 
a lost pyramid. Ingenious technical traps abound in this 
adventure, as wits are pitted against pivoted doors, secret 
passages, sand flows, disappearing floors, and other ingenious 
devices. If you enjoy films such as Raiders of the Lost Ark then 
this adventure is a must. I may often seem biased in favour of 
Infocom adventures, but unless you have actually tried one 
you will be unable to imagine the quality of iheir products. 


SUBMITTING YOUR SOUL 

Talking of quality, I must stray fora moment to the realms of 
role playing fantasy games, in order to mention Alternate 
Reality - the City and the Dungeon. For the unin(Hated, role 
playing Is a similar but uniquely different genre of adventure. 
In a role playing game (RPG for shorn you take on the part of a 
central character, who can usually be moved around with the 
aid of a Joystick. RPC's also work In real lime' or a speeded up 
version of ii. This means that lime passes while you are 
considering which action to take next. I was amazed by the 
Clly when I ftrsi obtained It, arid I am still impressed every 
lime I load li up. The Dungeon, second In the series. Is In my 
opinion even better. Excellent graphics, good gameplay, and a 
very large variety of characters, spells, weapons, and so on. 
These pieces of software will keep you enthralled for rnonllis. 
or years. Both of these are still available from Derek Pern. I 
wouW advise any adventurer to give them a try. while they are 
slUl available. 


BUT WHY? 

After years of playing adventures, I became Interested In 
finding out how they work. I shall be forever grateful to John 
While who wrote a three part tutorial on writing adventures, 
which was puUished by New Atari User. I llnally understand, 
to a limned degree, how ihoae incredible games such as 
Adventure ^est. were crammed into 32K. In fact, thanks to 
John'a articles. I have since wriiien a reasonable adventure 
railed 'Guardian', which was Bubsianiially Improved by my 
friend Paul Hampshire Ihello Paul). The Editor may remember 
my (faded) submisston of last year, still you can't win them aJll 
As 1 have progressed through my many adventures. 1 have 
formed my own laste in their style and authorship. My passion 
is for tales of high adventure (as you all know by nowj. As far 
as authorship is concerned. 1 very rarely look al anything other 
than Infocom. although the Scott Adams series are classics. 

My five all-time favourites are listed below, ajid I would recom¬ 
mend them to anybody 

Cutthroats (Infocom) 

Inlide] (Infocom) 

Stationfall (Infocom) 

Zork series (Infocom) 

Strange Odyssey (Scott Adams/Adven¬ 
ture Intematlooal) 

Have you ever tried an Infocom? No? Well, if you own a disk 
drive and would like to try something different then gel an 
Infocom while you still can. Miles Better Software and Derek 
Fern still have a few. and Page 6 have Zork I. You never know, 
in twelve months we may be seeing your ules of adventure on 
these pages. 

Anyway, that's basically the story of my progression with that 
'Classic Atari 8-blt. It has kept me fascinated (and frusirated] 
for eight years now. 1 think It always will. 

by Mark Stinson 


Alori User • I»9 m« 65 


39 


:{• 


COLOURTRIS 

by Andy Guillame 



A unique and challenging 
variant of a classic 


Another Tetne-hke puzzle game but this lime with a iwiei. The 
object of the game is 1 o form a hnk from the right sum of the 
pkay area to the left. On the right side are eight colour pods with 
their left sides open. Various pipe sections faM down the screen 
and the player has to poeilion these n the meet strategic places 
to form the required number of knks per level. Ar> unbroKen path 
from nghi to left rnust be formed for the colour to flow through 
to the receptors on the left hand ude Use joystick lefl/right to 
rTKive the Mocks and down to drop quickly. 

Play continues until a Mock » placed above (he level of dte 
dotted line at the top of ihe play area. Each colour pod in turn 
will then release its cor>tems to flow through whatever pipe 
section is placed next. Players score for every Mock that a colour 
flows through so a lor>g wirtpy path wtl scora more than going 
straight across The next 12 pipe secborrs to come are shown 
at the bottom of the screen, wkh the very next one highiighied 
at the right with a flashing box around it. 

If the required number of links is not reached then the player 
loses one of his three credits until all are loet and the game ends. 
There is no in*game pause mode (to discourage Matant tfieat- 
ingl) but the game wilt wart Indefintety at the Entemg Level 
screen until the fire button is pressed. 

The game features one player and two players smiultaneously, 
and has separate High score taMes for both modes. Press 
OPTION at the intro screen to see the High score table, and 
SELECT to define the number of players. In two player mode 
boin players compete agamst each other lo corrvieie each 
screen. Player one is RED and player two is 6LUE and they 
share the three game credits, but score ndeper>d 0 ntty 

COLOVRTRiS iM fhe BOROS on the t$M 6S disk which 
afeo conaint cU of the programs from this issue reedy 
to run. Disk subscr^srs wiU have fseeivsd their copy with 
the megezfne but the disk is sveileble seperatety for C2.9S 
from Psge 6. Send s cheque or postal order to PAGE 5. 
P.O. BOX 54. STAFFORD. STfb 17B or order by phone 
using your credit card ort 0785 213828 


UTTLE 

MEXICAN 


A neat little amusement 
by Andre Kos written in 
Turbo Basic 


This Js a nice dice game IVe learned In Ihr pub. In this 
version you can play with up to 4 friends or againsl the 
Atari or against Aiarls Individual chips! The object of Ihe 
game Is simple • you don i have lo win as long as you don t 
lose! Sounds easy? Well the rules are quite easy as well. 

• every round you play for 1 point 

• you are not supposed to gel I hat point 

• this point doubles every time someone throws a mex 

• the polnitsi go to Ihe person or computer(parti who 
throws the lowest score 

• this score is calculated high dice low dice 

• doubles arc extra high 

• the highest you can throw is a mex. which is 2 an J 1 

- If you lose a round you can open the next one 

• the person who opens a round decides how many throws 
each can have (up lo 3) 

• when you are stuck with 6 points you are balancing on 
Ihe edge and about to lose with the very next point 

• when you are the first one to lose ifs your Job to get the 
drinks whUe your mates finish playing. 

• only one person can lose a round, on equal throws you 
throw again 

MEX Is written in TURBO BASIC but I suppose that about 
everybody has a copy of that by now. And If not order 11 at 
oncef! Ifs available at the Page 6 PD library. You can t 
compile the pre^am. unless you change the routine ttiat 
reads in the dice shapes but 1 hardly ever compile my 
programs because 1 very often want lo adjust them. With an 
uncompiled pre^am changes are made and tested very 
quickly. 
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TUB80 


ZV i Ren • HCK ■ 

HV 3 RCH • by Kosmos « 

ZV 4 RCM « —--—• 

TR 9 REH • TUR80 SR^IC » 

JR 6 REM «• ——--" 

HR 7 REH « REH ATARI U8ER - REC 1993 » 

HO 9 REH 
XO 1« CNEC IHZT 
BP 2B a HAIR 
V9 3« EXEC ROL.I. 

RK 4t REPEAT 

PC SB BM=BXl;RV=RVl:eXEC BZCE 
RO 6B U3=H 

OH 7B DX=DH3: Dy=BVZ SEMEC PICE 

RX BB 02XM 

HP 9B EXEC SCBRC 

HQ IBB UNTIL SCslBBB 

ZV IIB ENEC PLAVER5 

OU IZB PLSSP 

6N i3B PBR Zsl TO SP 

UD 14B POSITION 2l»ZR4>t:^ 

QT IBB POSITION 21,I»4:t 
ZJ IBB POSITION 2i«Z>»4»l;9 
CP 17B HEMT I 
HO IBB STsRAHBCSPMi 
JU iSB '• 

PJ 2BB REPEAT 

NL 21B HEB^ljOPZETxBsLAACszooO 
OK 22B HOCsPL 
6X 2SB POR Usi TO SP 

RH 240 PSST4J-Xtir P>SP TNEN PsP-'SP 

UX 2BB IP STAH0(P)<7 

NR 2BB tP P>7CPLAC 

HK 270 EKCC CHZP 

NC 2BB ELSE 

CV 290 EXEC HENS 

ZK 300 ENBIF 

MA 310 ROCsROC'l 

UO 320 XP SC<LAA6 THEN LAAOsSC 

HC 330 ZP SCsLBOO THEN ICfrxHeO«2 

IS 340 EMOZP 

6R 350 NEXT J 

UN 300 EXEC LAACSTE 

H6 370 POR Jsl TO SP 

YN 3BB POSZTXOR 34,J«4!9 *' 

CV 390 NEXT J 

GS 400 POSXTZOH 13>2!9 **0" 

AC 410 URTZL PL=1 
JJ 420 "• 

CO 430 POR X=1 TO SP 

AO 440 ZP STAH0(XJ<7 THEN HXH:I 

BE 450 RENT Z 

KH 400 RESTORE aHlNOAT 

«J 470 POSITION 27,UIIHI4«t:? ” »» 

MC 400 00 

ZK 490 READ HAAHS.P 

L0 SOB ZP HAQn$ = '*S*' THEN RESTORE aWZNDAT: 
R6AP RAAHB.F 

ZL 510 POSZTZOH ZB. KZIH«4»1: ? HAAKB 
SO 520 SOUND 0,F,0,4:PAUSE 2:S0UaD 0,0.0, 
0 

QV 530 PsPEEK(532791 
QE 540 IF P<>7 THEN EMIT 
Rl 550 LOOP 

RV 550 IF P<>6 THEN G0« EIND 
W 570 SOUKO 0,0,0.0 
QU 500 FOR 1=1 TO SP*441 

KV 590 POSITION 21,1:7 •• •• 

PH 600 NEXT Z 

SO 610 FOR I7l TO SP 

HI 020 SCORe(XlsO:STAND<ZlsO 

CC 630 NEXT I 

eS 640 G08 HAIH 

JR 650 — 


OH 660 PROC DOING 

PH 670 POR S=1S TO 0 STEP -0.3 

ES 600 SOUND 0,P*5O,14,S 

KK 690 NEXT S 

VP 700 EHOPROC 

JK 710 — 

NH 720 PROC JA^EE 
HI 730 POKE 704,255 
PH 740 REPEAT 
HH 750 SET XEV 

ZD 760 UNTIL KEVzO? OR KEV=78 
W 770 ENDPfiOC 
JV 700 — 

AE 790 PROC CHZP 
ZS 000 POSITION 34,P«4 
OJ 010 ? *>0—X** 

HV 020 EKCC DOING 

10 530 POSZTZOH 13.23:? '* 

UP 040 PAUSE SO 
CL OSO ZP OP2CTSO 
«P 060 POR OsX TO 3 
OU 070 POSITION 13,22:? 0; 

AM 000 EKCC cool 
UP 090 OPZETsB 
HP 900 ZP OPZCTCZ 

OT 910 IP 6sl AND SC>60 THEN OsS 
OR 920 tr BSI AND SOSO THEN IP RAHD<NOC) 
THEN 0S3 

VO 930 ZP SO 100 rncN osi 

CO 940 ZP BS2 AMD SC>60 AND HAND (3) THEN 

es3 

JA 950 ENDZP 
VR 960 PAUSE 00 
OV 970 NEXT 0 

MS 900 POSZTZOH 13.2:^ CHH3 (0PZET4176) 

NL 990 ELSE 

UL 1009 POR OSI TO OPZET 
RP 1010 POSZTZOH 13,22:*> 0; 

CO 1020 EXEC GOOI 
NL 1030 ZP SOLAAG THEN 0S3 
UA 104A ZP SO too AKD HOOl THEN 6i3 
VS 1050 IP SO60 THEN IF RANDCKOC) THEK 0 
S3 

JO 1060 ZP SGSLAA6 AND SC>60 THEN Bs3 

V« 1070 PAUSE 00 

CO 1000 NEXT 5 

PT 1090 EHOXP 

MO 1100 PAUSE 50 

VH 1110 EHDPROC 

VH 1120 -• 

HO 1130 PROC ICKS 
TX 114# POSITION 34,P«4 
LV 1150 7 •*#—-T'o 
UH 1100 EXEC OOZNC 
OL 1170 POSITION 13,22:? *' 

6R 1100 POKE 764,255 
OU 1190 SET REV 
OV 1200 ZP OPIETSO 
UI 1210 FOR 0=1 TO 3 
OH 1220 POSITION 13.22:? O; 

CV 1230 EXEC coax 
XF 1240 OPZETrO 
OS 1250 XP 0PZET<3 

TA 1200 POSITION 27,PH4?i:? **tbrow AO«in? 

UA 1270 EXEC DOZHC 

RE 1200 EXEC JA_KEE 

XA 1290 POSITION 27,PH4*1:7 •* 

00 « 

9 

XV 1300 XF KCV089 THEN 0=3 
FO 13X0 ENDZP 
CC 1320 NEXT 0 

HV 1330 P05Z1I0H 13,2:? CHRO(0PZET?176> 

HC 1340 ELSE 

VC 1350 POR 0=1 TO OPZET 

PA 1360 POSITION 13,22:? 6; 

continued 
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LITTLE MEXICAN 


HJ 

1370 

EXEC cool 


6G 

1360 

IF B<OPZCI 


TL 

1390 
*• < 

POSITION 27.P*t4+l:7 **throH 994«n^ 

OB 

1400 

EHEC JA^CE 


46 

1410 

H > 

POSITION 27.PN4*!:? •• 


PD 

. 

142B 

IF XCV099 THEN OzOPZET 


F J 

1430 

CHDXF 


CB 

1440 

NCKT 6 


FP 

1450 

ENPIF 


ZC 

1400 

EHPPROC 


HH 

1470 

— 


HV 

1400 

PPOC LAAGSTE 


QC 

1490 

LDM=20O0O 


V6 

1S00 

OSTsST 


DP 

1510 

REPEAT ;A=0 


VR 

1520 

FOR Z=1 TO SP 


UT 

1S30 

IF SCOPCdXLOH AND CSTANP TIT <>7> [ 


THEN LOH^SCORElIl :STsZ 


FL 

1940 

NEXT I 


zz 

ISS0 

EXEC STAND-OFF 


RD 

1600 

UNTIL Asl 


VD 

1670 

OLP=STANPCST> 


PQ 

1690 

STAHPCST>=STAHPfST>*HCP 


NL 

1696 

IF STANPtSTIls? THEN S1ANPCSTJ=7J 1 


SCOPE (STl =1001: PL iPL’l 


UW 

1600 

fiCSTOPE BSCOPEPAT 


UP 

1610 

FOR ISO TO STABDLST) 


CM 

1020 

READ SriS 


FB 

1630 

NEXT I 


XI 

1640 

RESTORE BSCOPEPAT 


NY 

1090 

FOR Z=0 TO OLP 


DL 

1000 

REAP STZS 


FU 

1076 

NEXT I 


ES 

1000 

FOR Zsl TO 20 


YP 

1090 

SOUND 0.Z.0.4 


TV 

1700 

POSITION Z2.STH4:t STZSj 


MI 

1710 

PAUSE 2 


TA 

1720 

POSITION 23.STA4:? STlS; 


KO 

1730 

PAUSE 2 


FP 

1740 

NEXT I 


HZ 

1790 

SOUND 0,0.0.0 


VH 

1760 

PAUSE 100 


TA 

1770 

IF STAND1ST)S7 THEN EXEC 

LOST 

ZO 

1700 

EHPPROC 


HT 

1790 

-- 


UZ 

ii V 

1900 

6 A i SB 

PROC LOST 

_ AA 

fib 

JC 

Mi k 

A 0 A If 

1026 
m b b A 

POSITION Z1.STA4:? '*|U0ST|*' 

PlH 

ZE 

1930 

1946 

CNPPROC 


HJ 

1090 



LQ 

1000 

PROC GOOZ 


HH 

1B70 

EXEC ROLL 


AD 

1000 

EMEC SCORE 


VA 

1990 

POSITIOR 34.PA4 


PJ 

1900 

IF SC=1000 


LR 

1910 

? "cna**; 


HK 

19 20 

ELSE 


CK 

1930 

» .. ";SC;** 


FH 

1940 

ENPIF 


AP 

1950 

SCORE CP3=SC 


ZH 

1906 

CRPPROC 


MR 

1976 

-- 


CD 

1900 

PROC SCORE 


UZ 

1990 

SC-0 


pp 

2606 

IF V1<V2 THEN A=V1:V1=V2 

: VZ=A 

LZ 

2610 

SC=V1R10«V2 


CL 

2020 

IP Vl=2 AND VZ=1 THEN SC 

=1000 

OA 

2030 

If V1=V2 THEN SC=V1N100 


VP 

2040 

EHPPROC 


VU 

2090 

— 


OQ 

2066 

PROC PLAYERS 


PV 

2670 

POSITION 22.4:? **HOtMAHY 

PLAYERS** 


rPOSITIOH 24.5:? ••Cl-51** 



1 


nc 2069 ftePEAT 
OT 2090 SET KEY 
SI 2100 SPsKEY*'40 
VV 2110 UNTIL 9P>e AND 5P<0 
AV 2120 POSITION 22,4:? ’* 

FU 2130 POSITION 24,5:? '* 

U0 2140 FOP 1=1 TO SP 
UO 24S0 POSITION 2,2:7 
**;CHS$(1764X> 

NB 2100 POSITION 22,2:7 
VK 2170 INPUT NAAH$ 

KZ 2100 POSITION 22.2:7 ** 

HB 2190 POSITION 34-LEN (NAAnS) . I«4 : *> NAAM 
$ 

eu 2200 NEXT I 

OP 2210 IF SP=1 THEN POKE 764.43 
OV 2220 POSITION 2.2:7 


0L 2230 CPL0«=0 
VF 2240 IF SP<6 
OL 22S0 POSITION 2.2:? 


COMPilTCS PLAVESS-* 




UM 2200 POSITION 6.3 : *» 

OF 2270 SePEOT 
OU 2200 6ET KEY 

VO 2290 UNTIL KEY=09 OS KCY=70 
OH 2300 IF KEVS09 THEN EXEC CPSET 
OU 2310 POSITION 2.2:^ 


OF 2320 POSITION 0.3:? 
FI 2330 ENPIP 
VV 2340 ENPPBOC 
MA 2360 -• 

GJ 2300 PSOC CPSET 
IN 2370 POSITION 2.2:7 


LAV HF/M 




OJ 2300 
ON 2390 
00 2400 
02 2410 
NO 2420 
CN 2430 
HP 2440 
HK 2460 
HV 2400 
KS 2470 
SO 2400 
DC 2490 
6 

FL 2600 
UG 2510 
FJ 2520 
VH 2S30 
2640 
OC 2660 
CO 2500 
CY 2670 
RF 2600 
CP 2690 
VH 2600 
OF 2015 
FL 2020 
CJ 2030 
UH 2040 
PV 20S0 
FX 2600 
RO 2070 
ZN 2080 
MS 2690 
YS 2700 
UG 2710 
HS 2720 
FC 2730 
KE 2740 
6P 27S0 
HEN 


POSXTXOH 6,3:7 

8CPEAT 

GET KEY 

UNTIL KCY~68 OR CEV767 
IP xevroo 

POSITION 29.2N4:7 *»OTARI*' 

CFLAGsZlSPsl 

ELSE 

RESTOBC nCPNAFCN 
FOP JSI TO 5 
BEAP NAANS 

POSITION 34-L£N(NAAHS>.JN4:? HAAM 

NEXT J 
CFLA6sZ:SPs6 
ENPIF 
ENPPBOC 

PPOC BOLL 
T1=RANP<20>420 
T2SPSNP(20M20 
P08 Tsl TO 40 
IF TI>T 

PX=PKl:Py=PVl:CKEC PICE 

VisM 

EN0IF 

IF T2>T 

PK=PM2:DY=PV2:EXfiC PICE 

VZ=M 

ENPIF 

NEXT T 

ENDPSOC 

PPOC PICE 

RESTORE NPZCeSKAPE 
READ PICES 
H=RANPC6>41 
POBE 1P2.M 

IF RANP(2l:lF MS2 OR M=3 OR M=0 T 
POKE 102.W40:EHPXF 









NE 276 
ftH 277 
KD 276 
66 279 
J6 286 
FJ 284 
HT 202 
Ze 203' 
MH 204 
bP 2801 
HK 286' 
HT 287i 
HEN 

ze 2001 



LITTLE MEXICAN 


51 3440 01n 6ICES<9) , 5T6M0CS) ,5C 

O0EC5),5T10C4>.5r2SC4> 

ML 3456 BE5T06E n0tX0AT 

TU 3466 FOR 1=$6660 TO $6616 

BJ 3476 REA6 A:PO«E Z,A 

FK 3480 NEMT I 

H2 3490 6Klr6:6Vt£16 

U0 3566 6X2Si2:DV2::l4 

JM 3S16 POBITtON 6.6: 


JP 3920 FOR t:4 TO 19 
KK 3030 PO5ZTX0H 0.Z 
RH 3S40 *> *«| 

P0 3550 NEXT I 
FC 3560 POSZTIOn B,!:** 


au 3570 P05ZTXOX 4<S:7 

04 

PU 3586 P051TZOH 3.0: > |m 

HI 3990 P05ZrzQk ••w 

LO 3000 P05ZTZ0M 0.24:? ... 

I I I I I** 

PH 3610 P09ZTIOM 0.22:? I M I I THROW: hf 


PC 3620 POSITION 0.23:? •• uiirii4i4.A.k^^. 

ez 3030 0POKE $12.$0600 
00 3640 OLsOPCeR<S60) 

KM 3650 POKE OL*14.130:POKC 0L«17.13O 
HO 3660 PORE OL♦40.136:POKE OL«21.130 
ZK 3670 POKE $046E.192 
20 3680 EH0P6OC 
KR 3605 ’• 

5P 3690 n £2X0 

VB 3695 POKE $O40e.64 

AA 3700 50UR0 7.0. K0. XO. >S0 

CA 3710 POR 2803240 TO 63251 

05 3720 PORE 2.0 

PO 3730 XEXT X 

00 3735 PORE i0G.PRT«4 

■V 3740 6RAPNZC5 0 

3H 3750 P05XTZ0N 14,5S7 

HO 3760 POSITION 14.0:^ 

OR 3770 P05Z110N 14.7:? 

LA 3700 RUN **» 7 AU TORUN . 6A9** 

MV 3790 — 

ZK 3000 tt CPMAHCH 

W 3010 RATA PIA.ANTIC.CTtA.POKEV 
OJ 3020 U 0ZCC5HAPE 

B1 3030 RATA . • . m m . m 


TO 3040 a 5C0RC00T 

DU 38 50 O RTA MB. 1^. IlHi, |||B. HIH, [JB 

a.rtm. /ron 

RO 3060 H HZROAT 

A6 3070 OATA »QXli3.1.210013. 2 .CDHCHiJ. 3 .!! 

QrM13.4 

m 3080 OATA liUnjEU.o.CEianiR.e.CIEDEQ.s.S 

sms.4 

PU 3090 OATA cBiaia.3.cinai3,2.3.i 
PR 3908 H fORTOAT 

ZC 3910 OATA 0.12.24.63.24.12.6.0 
20 3920 OATA 21.42.04.240.84.42.21.6 
RA 3930 OATA 24.24.24.24.31.255.240.24 
PK 3940 OATA 24.24.24.31.255.240.24.24 
OU 3950 OATA 24.24.31.255.240.24.24.24 
XR 3960 OATA 24.31.255.240.24.24.24.24 

LA 3970 O OLIOAT 

XT 3900 OATA 72.173.11,212,201,55.240.6.2 
01.71.206 

CO 3990 OATA 8.169.96.208.6.169.72.200.2. 
169.0.441.10.212.141.3.200.104.64 
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mu QUICKIES 


ANDY GUILLAME’s 

MINI 



Hot on the heets oj last Issue's programs 
com€s new set oJ minis u>ri(ten In turbo basic. 
Remember, a mint (s something ttxat you only need 
spend Jive minutes or so typing in and if you don't 
like (he result you hauon'l looslod too much time 
and ^ort Try these /or some nice graphics ejfecls. 



The next program. SNOW, is virtually the same as Waterfall 
but with a diJTerent colour palette, a lower SP value and 
slower colour cycling le.g. the PAUSR statement in Line 50|. 
These changes suit (o produce a seasonal snowstorm. As 
before, raise SP and decrease the PAUSK length lo create 
near*bllzzard conditions! 




This Hrst mini is WATER which produces an animated display 
8 waterfall. It draws lines down a GR, 10 screen and then 
colour cycles to achieve simple but effective animation. Line SO 
is the magic one. using Turbo Basic's most powerful feature, 
ihe MOVE command to shlfl the data In the colour registers. 
Change C In Line 10 to alter (he colour oi the screen and SP to 
alter the number of parallax bands ll.e. number of different 
speeds of movement down the screen available). Try increasing 
SP (0 20* to bring forth an unstoppable flood! 



The next mlnlfobovel uses a Vertical Blank Interrupt to 
bounce your screen up and down In normal command mode. 
BOUNCE pokes a machine code routine Into page 6 at loca¬ 
tion 1700. It also sets Vertical Scroll Enable on all of the lines 
of the Disf^y List and pokes a set of Scroll Data into loca¬ 
tions 1536 to 1555. The V5I Is enabled and Ihe routine takes 

Mini number 3, WHIRL flcAl • produces a nice swirly 
effecl. again through colour cycling a GR.IO screen. In this 
one. alter the value ot A U\ Line 10 to produce different 
paitems. This refers to the amount of angle to step through 
each lime the loop cerates. 
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(he Scroll Data one byte per Vertical Blank and acts VSCftOL 
at 54277 accordingly. Before running you must select either a 
Bouncing screen or a Swewave pattern by selecting either of 
lines 60 or 70 and putting a REM on the other (t.e. so that only 
one data line Is aciivel. For reference, the assembly tangua^ of 
the VBl Is below. It uses page 0 locations 203 and 204. 203 for 
a counter (number of VB’s per scroUl set in the routine to I for 
fastest speed every time it decreases to 0. 204 is used as an 
index register to the Scroll Data (values range from 1 *201 and 
is loaded into the X register during the routine. The Data ts 
then loaded Into the accumulator and stored in location 54277 
before the VBl Is exited. 


VBl 


EXIT: 


PHA 

TXA 

PHA 

DEC 203 

BNE EXIT 

LDA»1 

STA203 

INC 204 

L0X204 

LOA1&36.X 

STA 54277 

CPX ItZO 

BNE EXIT 

L0A«255 

STA 204 

PLA 

TAX 

PLA 

JMP 42376 


Push A 
X into A 
Push A 
Counter 
Exk H <> 0 
1 kttoA 
Zero counter 
Index *1 
Index into X 
Gel Beta 
VSCftOL 
End of data? 
HhO. ExA 
255ioioA 
Reset Index 
Pull A 
A^X 
Pul A 
xrrvBi 


A MINI MANDELBROT 
PROGRAM 


The Turbo Basic program MANDY generates the Mandelbrot 
set across given coordinates. To avoid a long and complex 
discussion of the way that this Is achieved slm|riy think of your 
screen as a piece of graph paper. E^h coordinate is plotted 
with a colour depending on how many limes the program has 
to loop around the formula before the maximum value Is 
reached. If the program doesn't reach the maximum value by 
the time it’s got to it's loop limit (l.e. number of IleralJonsI then 
the coordinate is plotted in Base colour. This Is repeated for 
each point and is thus a slow process with typically 100 loops 
per pixel (Try using the Turbo Compder to speed up the 
program). This is a very short program and ts devoid of some 
obvious features, such as turning (he display olT to increase 
speed etc., but as an after*thought I have added a Line to 
Colour cycle the display and Save. Load lines for your use. 
Remember to change the Hlename for each picture. Also Line 
130 Is there Just to stop the computer returning to GR.O upon 
completion. Below the main variables are listed with their use 
and default values. 


RX 

3 

Right X posiuon 

LX 

-3 

LeftX position 

TY 

3 

Top Y position 

BY 

-3 

Bottom Y position 

WID 

191 

Width of GR. mode 1 

HEI 

79 

Height of GR. mode 1 

(TS 

20 

Number of Iterations 

RD 

2.82 

Maximum value of result 

MAXCOL 

8 

Maximum OR. mode ctriour 

BASCOL 

7 

Base colour 1 


Mr 

CK 


Ob 


rx 


Pb 


HU 

KA 

bL 

LM 


CO 


CP 


HT 


S ftCH bv o.Gu»iiau»«e 

lb GRAPHICS lb:C=8sl=b:F0fi H:?05 TO 71 
2:P0KE M. <CH16) •t.:L:L«2:NEKT H$RX = 3:LK 
S-3;TV=3sBV=-JjXTS=2bjRP=2.a2 
2b uib=79SHE1=191:NAMCOL^e:bASEC0L=7:X 
5TC=(bX-LKI/eMID«l>:VSTEs<BV-TV)✓tHCI* 
t> SXH0L = l/XSTEtVHULsl/Y5IC 
3b FOR X=LX TO RX STEP KSTErrOB V=TV T 
0 6Y STEP VSTEtC=0{C0L=O:02R=bi0ZZ=«:S 
X= tH-LK)«XHUL J SVS CV-TV>«YHOl 
4b If SXCB OR 5K>Mtb OR SY<e OR $V>HE1 
THEN 90 

99 HZfis((0ZRA2)-(02X^2)T«X;NZZ:((02R«0 
ZI)«2)«Y:aZft:H2R;0ZI=H2Z:C3C«l:bl:SAft( 
(HZR«2i« :e0L:(C0L41) MOO HAXCO 

U 


SO IF OITS THEK CQLsbASECOL I COT0 SO 
70 xr bX<=Rb THEM Sb 


be COLOR COL^ISPLOT SX,SY 
9b NEXT V:NCKT K 

100 REH ■■lll■>^H‘ W«TlTW S:PECKt7lZ) : •MO 
VC 708,7bS.7:PbKE 7b5.S:PAUSC l:GOTO 1 

SB 


110 fiCH g.9T»)mTir? nr» schsdpeckcbb) :op 
EH ai,i,o,**P:noHC»i .eLP":ePUT ai.5CH.7s 
bbtCLOseai 

12b REH SCRCbPECRtSOJ :qp 

EH ai.4,e.*'D:HAMbl .FLP’*:B0ET BI.SCH.TS 
bO:CL09Cai 
13b GOTO 13b 


RX. LX. TY and BY are (he coordlnales of the screen on the 
mandelbroi set the screen being auiomailcally re*8041611 with 
the uae of XSTE. YSTE. XMUL and YMUL. to enable looming 
In. The program will work in any graphics mode wllh changes 
(o the appropriate variables as described above. The smaller 
the screen box sise Is made the further you are zooming In and 
(he amount of iterations. ITS. has to be increased accordingly 
to keep resolution. Unfortunately this means that the caJcula* 
tkm time sky-rockcU but the end results are worth walling for. 
To do a quick preview of the whole picture. Just decrease the 
Wldlh(WlD) ar»d HelghtlHCl) of (he drawing screen: a scaled 
dovm version of the entire screen is produced. An alternative Is 
to sel up a lower Graphics mode. t.e. GR.5. and adjust W1D, 
HEI. MAXCOL and BASCOL to suit. 


SEND A CONTWBl/T/ON/ 

Remember it's your contributions that keep New 
Aiari User alive. Whether it’s a set of mini prog¬ 
ram* like those fh>m Andy Guillame or a compre¬ 
hensive technical article, or an arcade game we 
want to be able to give ofherAt€tri users the oppor¬ 
tunity to er\joy your work. 

Look out your programs, polish them up and send 
them in! 


Now Alan U&ec • l»SMe 65 
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Ian Finlayson's 


TUTORIAL LIST YOUR 

VARIABLES 


F or this issue 1 have a uilUry for BASIC' profSrammers. If 
you are wrning long programs h Is quite easy to lose 
track of aJI the variables you have used and you may 
reuse a name (hat has already been allocaled. This ean eause 
problems that are dlfhcuU to trace. With this hide subroutine 
you can quickly list all the variables that are currently in use 
(including the five variables used by (he subroutme llselfl. The 
list can be quite long • BASIC allows you 128 variables In a 
program! 


THE LISTING 

The line numbering In the aubrouUne starts at 30000 so that 
It can be ENTERed above your developing program. If you are 
already using numbers as high as this you will have to renum* 
ber it closer to 32767 • the highest line number that Atari 
BASIC will accept 

Line 30100 dimensions a string W0RD6 which will contain 
the IndlMdual variable names. I have chosen 10 as a sensible 
maximum number of characters m a variable name. You can 
change this to a higher or lower number to suit the length of 
variable names that you use. 

Line 30110 looks in memory to calculaie the starling posi* 
tion of the variable name table, and line 30120 does the same 
to give the address of the end of variable UUe ♦ I. 

Line 30130 sets the counter Z to I and starts a FOR ... 

NEXT loop through all the characters in the (able 

Line 30140 peeks the current position in the variable table 
and recovers the valuf of the character in variable CH. 

If the character value is greater than 127 It signifies that It Is 
the last character of the variable name. AJI (he last characters 
of the variables are stored as inverse characters so that BASIC 
knows where each variable name ends. Line 30150 looks for 
these end of word characters and If one Is found it Is reduced 
by 128 to turn It back Into a normal character. II is then added 
to W0RD6 as the last character and WORDS is then printed to 
the screen. If you want printed output just change (he ? to LP. 
lor LPRINT) and it will go to your printer. 

If the value which was read In line 30140 was less than 128 it 
represents a normal character. This Is added as the Zlh char¬ 
acter of WORDS In line 30160. The counter Z Is then Incre¬ 
mented by one before (he NEXT In line 30170 causes a loop 
back to find the next character. 


USING THE ROUTINE 

to use this rouune with your developing BASIC program it 
must be LISTed to disk or tape and ENTERed to join up with 
your program. It can be Invoked by t>ping GOTO 30000 Im 



G.30000|and will then print your variable list. Remember that 
the vanabk list wUi contain the variables from (he subroutine. 
They are; WORD6. VI .V2. Z. CTR. CH. The poenion of these 
variables in the list will depend on when they were added lo 
ihe listing. If your program was complete before you ENTERed 
Ihe variable subroutine these variables will be on the end of 
the list, but If )du then type in more program lines any new 
variables vrill appear below ihcsc variables in any subsequent 
list. To put It another way • the variables are listed in the order 
that were added lo (he listing, not in the order they 
appear In the JisUng. Once you have finished development of 
your own program Ihe lines from 30000 upwards should be 
ddeted. 

One sll^l snag wllh this routine occurs If you do a GOTO 
30000 a second time without a reset or RUN command in 
between. The variable WORDS is already dimensioned and will 
therefore generate an ERROR 9. There are (wo alternative ways 
lo gel round this. Either use GOTO 30110 for aJI calls to ihe 
variable lister after the Arst. or add an extra line 0 as follows: 

0 GOTO 30000 

This allows vou to type RUN and use the variable lister as 
many tiroes as you like bypassing your own program. Line 0 Is 
easily deleted by typing “0" and RETURN when you want lo 
run your program. 

1 hope you will And this straightforward routine is a useful 
tool for use during your (Twn program development. If you have 
questions about it or other BASIC programming Issues please 
write to me enclosing a SA£ for a reply and I will try to help. 

My address (s 

Ian FioJayaon. 

80 Roundstone Crescent, East Preston, 

West Sussex DM6 1D9 
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XyXE GAMES ■■■ XUXE GAMES ... XUXE GAMES 


TARKUS 


& THE ORBS 
OF DOOM 



T his timf from Tiger De¬ 
velopments we have 
the sequei to Taxkus 
and the Crystal of Pear • titled 
TARKUS AND THE ORBS OP 
DOOM • together with a mtnd- 
bendlng puzzle called THE 
CITADEL. And all for under a 
fiver! 

In his Iasi adventure Tarkus 
uncovered the crystals of emo¬ 
tion which helped to make the 
world a happier place. Lfnfor* 
tunately the evU warlord cm 
planet Zegron V has now con¬ 
structed magical orbs of doom 
and Is threatening to cast a 
deep depression over the 
otherwise cheerful Inhabitants 
of Earth. Once aguin Tarkus 

Tltl9. TARKUS II k 

THE CITADEl 

Publilh«r Tlgar Davalopmantt 
PfiCd. U.99 <S2.9P •aeh) 

Fo/mot' Olzk 

Rkvhwkd by fiaul thxon 


and his pet chlckentfl. Aquar- 
tarkus. are called upon to 
save the day... 

On each level of the game 
your objeettve Is to locate a 
magical orb and lake 11 . akmg 
vnth Tarkus and his feathered 
companion, to an exit pcdni 
near the lop lelt corner of the 
screen. The space bar toggles 
joystick control between the 
two characters, who have dif¬ 
fering abUtUes. Tarkus ran 
run and jump but his energy 
is depleted by contact with 
water. Aquartarkus Is quite 
eon lent in the wet but sadly 
unable to jump. By combining 
ihe actions of the two heroes 
and utilising lihs. switches 
and doors, you must work out 
the correci sequence of events 
to solve each level. Access 
passwords are given after each 
screen to avoid frustration 
Overall Tarkus II is a fun. 
addictive and challenging 
game. 

In case you lire of Tarkus 


and his chicken. The Citadel 
IS provided to give your brain 
an additional work-out. In the 
same style as several recent 
German puzzle games, the 
player's aim here Is to guide a 
character to an exit position of 
a room viewed from overhead. 
This isn't easy sir>ce there ore 
boulders, bombs, pits, blocks, 
leleporis and other intriguing 
problems to contend with. 
There's also constant time 
pressure, though speed and 
dexterity are not vitally impor- 
Uni • each screen can on\y be 
solved by carefully analysing 
lor experimenting with 1 the 


possibilities to find the correct 
procedure. Graphics and 
sound are generally appropri¬ 
ate. with some nice special 
efTects in several places. 

In a previous review I sugges¬ 
ted that Tiger Developments 
Improve their standards with 
every release - this opinion Is 
certainly eonflrmed by their 
latest software. As well as 
forming (he double, eaeli game 
IS available as a separate 
package However. I can't 
ihink why anyone would wani 
lo miss oul nn either of these 
delights. Great siufT. let's have 
some more please) 




T iger Developments. 

who are well known for 
producing original 
games such as Tarkus and 
Lizard, have recently chosen 
to expand their range with im¬ 
ported titles from Polish soft¬ 
ware house ASF. Due to finan¬ 
cial constraints the Perish text 
is nol being translated but the 
company hope that Atari 
users will overlook this small 
Irritation and appreciate the 
good quality of the software. A 
far greater source of frustra¬ 
tion. in my opinion. Is the ridi¬ 
culously time-consuming soft¬ 


ware protection system (see 
Kult reviewi. 

MIECZE VALDGIRA is an 
arcade adventure with the 
usual mix of objects, nasties, 
platforms and topical scerterv. 
The story - aJbell rather a 
weak affair - involves the 
Emperor of Lizdxane who 
seems to think his Life is in 
clanger because a prophet has 
told him that a Prlrice will ar¬ 
rive with the sword of Vaklglra 
and use it with unpleasant 
consequences. Sensibly, he's 
sent you to Qnd the sword lor 
there mav be more than one 


I and thereby ensure that 
this rumour can't become 
reality. 

So off yw go • bounding 
along the castle walls, up 
stairways, through passages 
and rooms • in search of use¬ 
ful Items to help you complete 
the mission. The scenes Jlip In 
the lop half of the screen as 
you wander around whilst a 
large status block below keeps 
you up to date with your in¬ 
ventory, strength level and 
occasional messages. Provid¬ 
ing (me of your seven carrying 
slots' Is vacant, you can 
led an adjacent objed by sim- 
pulling down on Ihe joys¬ 
tick. To use an objed. you 
again pull down on the slick 
arxl then select the required 
icon from the slalus block • tf 
Ihe Item can be used, it will 
be! Item descriptions are pro¬ 
vided to guide you as to where 
and when things should be 
used, though unless you have 
a Polish phrase book handy 


these rnay not be as useful as 
intended! Aji added problem is 
that almost every screen is Ini¬ 
tially occupied by a variety of 
strange ftying nasty-matter. 
'This drains your energy on 
contact so it's a good ideu to 
spend time blasting a clear 
path ahead 

So far I haven't made loo 
much progress with Mlecze 
VaJdglra, so ll'sdifftcuit to 
quantUy lasting appeal. The 
graphics and music certainly 
can't be criticised and the only 
negative feeling stems from 
the fad that some screen mes¬ 
sages need to be understood - 
Tiger Developments may issue 
a translation sheet lo alleviate 
this drawback. 


Title: Mioeza VoldQlra 

Publisher ASF (Poland) 
Suppker: Tiger Developmenls 
Price $A.99 

Format: Disk 

Reviewed by Pouf Rixon 
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KULT 


T wo challenges in one 
game! The fitai is, m 
fact, a security system 
common to all of Tiger De¬ 
velopments' latest software 
and intended to eliminate the 
temptation of unauthorised 
copying. To gain access you 
must have an A4 printout con¬ 
taining two grids of alphabetic 
characters and muUi-coloured 
graphics symbols tcspecilvely. 
A paper template must be alig¬ 
ned over ihe first grid such 
ihat iwo characters displayed 
by the soAware on boot-up are 
visible through one of two 
holes In the tempbie The 
other hole reveals four sym¬ 
bols on the second grid which 
must then be Input to the 


program via the Joystick. If 
this seems time consuming, 
fiddly and more than a tad 
frustrating... you're correct! 
According to the story. Dark 
forces are gathering in a quiel 
corner of the Earth and the 
Beast has been recmltlng dis- 
eiples in order to spread a velt 
of evil over the planet - the 
usiial stuff. Being one of Ihe 
iinbelievably good guys, it’s up 
to you to zap the Beast's 
ar mles in to oblivion. 

KUtT Is basically a Zybex 
style shool ’em up featuring 
high resoluiJon (single-col¬ 
oured i graphics, vajying 
weapons, numerous nasties 
and the usual helpiiig of spe¬ 
cial effects Press the fire but- 


Title' KUIT 

PublKh«r ASF (Polcnd) 
Supplier TIgar Davalopments 

Price. U99 

Pormot Disk 

l^vl9W9d by fioulRinon 


ton and you’re all sel for 'Clap 
Numer 1' Ithai's right, no En¬ 
glish translation • but li’s 
doesn'i actually pose a prob¬ 
lem) Your attack helicopier 
appears to the left of the hori¬ 
zontally scrolling playfkid 
whilst status panels above 



and below indtcate your cur¬ 
rent weapon selection, fuel 
level, smart IxMnbs. lives and 
score Your helicopter auto¬ 
matically fires a continuous 
siream of bullets so Ihe only 
c-onirols of Interest are those 
adjusting your vertical and 
horuonul position, with a 
view to avoiding the dangers of 
buildings, trees and omoming 
projectiles. 

Expired baddies often leave a 
bonus In their wake - collect¬ 
ing this can earn you extra 
points, cnerjb' ^ weapons 
Pressing the fire button alter¬ 
nates the weapon selection so 


you can choose one best 
suited to each particular wave 
of adversaries, U's important 
not 10 miss fuel icons as fall¬ 
ing 10 replenish your reserve 
will result in loss of life. Before 
you can progress to the next 
level, an Incredibly stubborn 
monster must be outwitted. 

Shool 'em up fanatics should 
be more than pleased with the 
arrival of Kuli The graphics 
are detailed (albeii rather 
dull), sound adequate, nasties 
plentiful, weapons extensive 
and overall playability well 
above average. Shame aboui 
that darned security gridl 



M ention SubLogicand manual, quick reference play 
most long-standing Ing guide, hi-score disk label 
rt-blUers think im- and colour adverllsing sheets 
mediately of llie brilliant for Fllglit Simulator II pro* 

Flight Simulator II. bul this Is ducts, gualily stuff this, but 
by no means the only classic' what about the game'? 
game they released. NIGHT Night Mission Pinball, so 

MISSION PINBALL Is another named as Its theme Is a World 
golden oldie from the special- War fl night bombing run. can 
Isis of simulalion. be viewed as both a sliaJ^il- 

You only have to peek inside forward arcade game and an 
the box to realise that this is a advanced simulation. In Its 
game from a bygone age. when basic form the game simulates 
packaging was thought to be an arcade pinball machine 
as imporiant as the software it with bumpers, stand-up 
concealed. Housed In the slur- largels. roll-overs, spinners 
dy, Video- style box you II find a and similar features. First you 
iweniy-flve page 'adjustment' Insert quarters ([»es5 Q) to 


NIGHT MISSION 

give yourself credits, then hit boll speed to sound effects, 

the start button (press SI to The Intricacy of the graphical 
play. Two Joysticks are re- design demands the highest 

quired • even in single player resolution screen mode and. 
mode • to manoeuvre the rlghl therefore, an unavoidably 
and leA flippers, launch sink- mono appearance. There may 
er position and release be extra colour through the 

mechanism. Keyboard inputs arilfacUng technique, which la 
can be used instead bul are elTecllve only on American 
not recommended for max* VDUs. Nevertheless. Ihe speed 
imum playability. Hilling a and realism of ball travel is 

key on llie left side of the most impressive - Ihose gruv- 

keyboard simulates bumping lly algorithms must have 
Ihe machine on the Tefl side. taken some working out! 
and a similar affect applies to Sound is reasonable and 
the right. Careful run to 'TILT makes use of the internal 
the machine though! speaker on pre-XL machines. 

Advanced players should If you enjoy pinball and ha- 

lum their attention to the ad- ven t encounlered Night Mis- 
justment manual which, as slon before, its appearance ai 
well as discussing such mat- such a low price is a real treat! 
lers as machine incllnailon, i 

reslltullon and tangential Trie- Ittte: NIGHT MISSION PINIALL 

lion (or ^avlty. bounciness PubKhet SubLogic 
and Stickiness!!, describes Supplier' Paga 6 
some forty parameters which price: fi7.9S 

may be modified to suit the FoothsI' Disk 
pLijwr s personal scyle. These Reviawecl ^y’ Paul (Wxon 

range from tilt sensitivity and 
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THE ACCESSORY SHOP 


ISSUE 65 


CHKISTMAS PRESENTS! 


NIGHT MISSION PINBALL 




DISK 

ONLY 


Th« unmai* atcom iHnulteen «•*» Hv* ftuiwpf t . 
Mv*fl •(•nd-up CB/9M, f*rtt roHowv. rwo 
n«f» wid mveh mo**. <0 r u Mi He you (o 
Inovfl • quurtor boMr* you eon pl^. 9o «u* le Mo 
you eon ovon Hit tOo eompulort Wooten Pin* 
Mil ettoro ion dMoront moHoo Of ploy le* t • 4 
pttyoro. Fofly uoof*o«|u«l*^ poromoloro oHew 
you ID erooi# yeur own euolem Qiitioo or foe to lpn 
ony pMy medt to yeur eon opoelHeotMnO' Soout^ 
fufty poMOflOd ondwHh on oxeoHoot monuol. NI0M 
Woolen PbiMll rrtli oovo you menoy by hoopMH 
you owoy from eiM ireodool 


OUR PRICE £7.95 


DRUID 



DISK 

ONLY 


Aneffior eMole In wMcP. 00 toot of V 10 QreoC 
DruMo. you wonder threuoh Ad Ovi 90 eno ef *e^ 
mentor wltn yeur nOgMy Oelom by yeur Otdoone 
qwool to do ob ey Oio lour demon priMeo. Ao you 
delve dodpor MM Ihedungeeno you vdH llnd 
eheolo eenUMMg ipell* el lermUoOle poemr to 
oU you end Pentegrwne el LPo wMeh wB heel end 
revHoMe you. tKceHoni gropMeo end wpert 
gemepley hove mode iMo one el die beet oreode 
odventureoen die Aiorl 


OUR PRICE £3.95 


HARDBALL 

All the thrwio of Amerieon booeMH 
een be youro on o eummer efter* 
neon In the boHpork. SR behind 
heme piote, elono the lett Held Hne, 
down Me rtgnt Held Hne or )eln the 
monoger M the du^out. Leek ever 
the pHeher’e ehouioer 00 he threw* 
the r>tM boll. You eonbol oil the 
oellen el the botomen. pRchere end 
helder* oo you try end boWe yeur 
woy Id the top el the leogu e An 
oKClllng gome for one or two 
ployero. 

ROM CARTRIDGE 

OUR PRICE £7.95 


ARCHON 


A unique MCOe eembtiMig olo* 
mento ol fonMoy with iho oMto* 
gy of the ehoeobeortf. Your men 
f t proMnt the fereoe of qood ond 
•vil end when they Odch occupy 
the oimo oqusrd Iho boord 
burito Into Hfe wWi b m h<e o > 
gebtini ind oorcoroooot They 
cool opello, throw Homos, even 
(ok* on eoch oChor’o shopot end 
ehoroctortsdeo. You can ploy the 
Ligm or the Oorh oithor olono or 
with inother ptoyer. A tetsHy uni* 
quo game. 

ROM CARTRIDGE 

OUR PRICE £7.95 


PLASTRON 


Take your place in 0 omoH band of pirotes out to stool fossil hiols from 
the biggest corpor^n In the gelaxy. You must guMo yeur shuttle 
cr«n along the surfoce of the planet Plastron to co lle c t as much hiel 
as you can from the heavily defended mine zones and then rondez* 
voua with the supply lank at the end ol each level. Plestron got e good 
review in hew Atari User and has aome aneellent graphics. 

CASSETTE ONLY OUR PRICE E2.95 


Thi9 i$ time of year when you can stock up 

on soffware that you have wanted to buy during 
the year. Show the Accessory Shop pages to 
mum and dad or to uncles and aunts and you 
might weii end up with some great new games 
for Christmas. Of course there is no reason why 
you can*t treat yourself for the New Year is 
theret And remember that the Accessory Shop is 
an essential part of New Atari User helping to 
keep your favourite magazine going • support 
us to help us support you. 

MAKE THAT COMMITMENT 


FOOD FIGHT 



ROM 


Charley loves to e«l. One day he vlarie the 
carnival and hsade straight for iha Peed Fight 
cdfitest. Help Cheriey hurl mounds d labuloua 
feed al diogrvntlsd chefs. Spinach, bananas, 
lomatoas, watarmeion will be thrown about aa 
you try and maka the ehefa rotraai. You ora 
aftar tha giant leo cream cone that awaits if you 
make it aeross the aeroan. En|ev tha flghl ... 
and tha mossl 


OUR PRICE £7.95 


BALLBLAZER 


Tha ysor It 3007 and you ara tha 
conto sto ni In tha most compotu 
Ova and by tar the moat popular 
aperl M the uMverae dump Im* 
modlatety Into heed-iO'haod oc* 
tlen against a friand or hone yeur 
skiiia againet a selection of 
Droids. Either way. you’re in for 
the match of the eenturyl Excel* 
lent grsphica and split sc reen ac* 
don have made this one of the 
Atari clesaies. 


DISK ONLY 

OUR PRICE £3.95 


THE COUNT 


One of Scott Adam’a lamoua 
graphic adventures in which 
you awaka in an andqua Orass 
bad in a dank, deaoials castle. 
It soon looks like you are 
going to meet a carlain toothy 
Transylvanian Count who goes 
by the name of... Dracuiai Will 
you escape or become one of 
the living deadT An adventure 
with full graphics, moderate 
level lof ages 10 to aduli. 


DISK ONLY 

OUR PRICE JUST £2.95! 


BATTLECRUISER 

■ you ere o wargomof who has feughi land batdes before then you may 
need to loom new eUHo 10 Oe MtlM al soo. Btniecruksec gives you the 
opperiunity is recreate rwvol ongogamont* during Word War \ betwoati 
cItmI 8rt|^ and Oermony ot the World War H ouriooe battles between 
BntalaTronco and Oermanyltaly. Thera ora 79 dassoe of ahip to control as 
every ospoct el famous bathes is recreated. An exlanslvo manual gives 
doMls of all of the sMpa and guides you through evarv asptcl of play. 

DISK ONLY OUR PRICE £7.95 
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More new software 


ROCKET REPAIR MAN 


DISK 

ONLY 


Buri«d »om«wh«r» In tiM onOwground maz* of 
c«v«mi ot tha p4n«( LmIio« art MMntW 
componanta ol your AatrooMp, 0«« tnto your 
apooo $uK. firaip on your J«« Pock and baain 
iho mo$i urrifying doacont imaginablo. You 
pnua* coHaet pMcoa of a roekot m wMeh you 
can aaeapa but bawaro tho Ora a dad Maudno 
Choaia and lha Quark PTiarrtoma out lo atop 
you. Another naat gama from Rad Rat 


OUR PRICE £3.95 


SILICON DREAMS 



Taking the tola of Kim KJmbariay you art a leading 
penic^Mni in Che colonlaatlon of £den. a planet 
prepared for human habitation by an advance 
guM of Intedigem robote who batUa with the 
naOve ar>d Ngl^ aggreaeiva fauna In thka highly 
aouetured ar4 reeUelic environment you mu^ 
move your mind bite the twenty-third century. Sili¬ 
con droama cemprleea three excellent grephice 
atfvanturae • SNOWBALL RETURN TO EDEN end 
TNE vrORM IN PARADISE from Level 9. the mae- 
tar* ot edvenkire 


ci'SmE OUR PRICE £5.95 


NEW YORK CITY 


V 


DISK 

ONLY 


Welcome to The Btg Apple. Thia hurrted Jungl* 
of ateal. ce ncreta and glaae brtattae with food* 
neling algnia end more then tea there of daiv 
ger. Prom the ptaeW greenery of Centrtf Park, 
there la no etty w the wertd Hka New York, end 
bey are you ebout to And that owtt At a vttiong 
tourltt you only have a uvied time to aee 
the tightt. but New York Ctty AM t bWe more 
excKement. ■ WM more danger In store than a 
mere eighteeelAg thp to tha aoel 

OUR PRICE £3.95 


ADVENTURE PACK 

Four ot the famous Channel 6 text adventures on 
four cassettes for fust €2.S0t* 

You get WAXWORKS, ARROW OF DEATH 
Peri 1. ARROW OP DEATH Pari 2 and THE 
GOLDEN BATON on four separate cassettea. 
each i>oxed, for Just C2.S0 

H must surety be time for you to try your hand at 
adventure! 

*Uauei pottage per order a ppHee 


GAUNTLET 

THE DEEPER DUNGEONS 


If you heva the original Gauntlet 
diak then you will know how 
good the game (t end wHi went to 
axlend pity with the Ottptr 
Oungtont. Over SOD new 
dungaone ara hart for you to tx* 
plort This la the wty to rtvivt 
your Inttrtel In Gaur>1lt1 and pity 
on for many more hour* or dayt) 
This It t data dIak er>ly and rt< 
quiret tht original Gauntlet disk. 


DISK ONLY 

OUR PRICE JUST £2.95 


RAMPAGE 

R's rough artd (umbla afl the 
way u you control three Irv 
crediOly natty eharactera 
which bear a rtmarhabla re* 
aamblanea to King Kong, 
Godzilla and Woll'fnan 
through an orgy of deatruC' 
tion In Chicago, New York 
and San Franclico. You have 
150 days Of destruction in 50 
different elllae. Time lor 
tome revenge! 

DISK ONLY 

OUR PRICE £3.95 


THE E FACTOR 

The 6 (actor rapraeinla the ameum 
ot ame (M anergy aourcee on the 
piWMata m our geuixy will leet Many 
pieneCt need emergency fuel ca^ 
aiAae tewvtrtd H mey are to aur- 
vIve. YOU mwei pM me interplanet¬ 
ary eourte end guWe your craR 
though the euedrtAia mied urtth 
ebataclee tueh at tpece mlnet, 
Man ReMer* and epfmw^g attar- 
oWt. Can you co mp ^ t mw ilan 
trtd daOrer your enorgy oryttti be- 
(ere artclher plantt eahe on your 
tervteeeT 

DISK ONLY 

OUR PRICE £3.95 


CROSSFIRE 

You art tiona In a daearted 
cNy turroundad by tiitna who 
shoot (aatrt from tvtry dirtc- 
bon. Your movtmtnti trt con¬ 
fined bul you haven't given up. 
If you are to aurviva you'll havt 
to concanlrate on where tht 
ahott trt coming from other- 
vrfat you'll be caught In tht 
CROSSFIRE. One of thoat fair¬ 
ly aimpit ytl highly addictive 
games. 

CASSETTE ONLY 

OUR PRICE £2.95 


ATARI USER TOOLKIT 

Now programmers wiihoui a disk drive can taka advantage of prog¬ 
ramming aide normally the ^atervt of diak drTvt ownert. The ToolkK 
adds tevtral commandt to Bttic tueh as Dalttt a blocA of lintt, 
Renumber programs. Change variable namee. List Variabi ta , Remove 
all REMa. Convert Hex to decimal and Print Uatinga to Epeon cempati- 
bla prlntart, Juat boot the tape and all theae addklonol cemmorwla art 
rea^ to use wtih your next program. 

CASSETTE ONLY OUR PRICE £2.95 


AIR RESCUE 

Peace la ahatterad as the Military Juntt movsa against tht pepu- 
Isr rating Civtl war ragaa forcing axpatrlata 6iWns into hiding 
lo tacapa the guns, tanks snd missiles of tha oppoaing armies, 
Thera la only one way to gat them out... Air Rescue! A cracking 
arcade gama baaed on the claaalc Chopllftar. Fly your copter and 
rescue your fellow oountryman but don't gat shot down. 

CASSETTE ONLY OUR PRICE £2.95 


THE LIVING DAYLIGHTS 

Controt James Bond through eight rest end turteu* level* from Gibrellat Id 
A fghcni*tar> and you will encounter the SAS prlendly). the KGB (not eo 
rnendiy} end enemy helicopter* (very unfHer>^l>. Your are up againat Bred 
WhlRak^, Inlematlcrwl arms dealar end megalomanlec, Mcfrae, ht* ruth- 
lees sidekick killer artd Koankov, the double ee e ang KGB General. You may 
fell in love with the beautiful Czech ceNst Kar*. but can you bust her? 


DISK ONLY 


OUR PRICE £3.95 


MONTEZUMA’S REVENGE 

Wherever iherc't mand-bendlAQ mystery, helfMlsirtg edventvre and norv 
stop ectton. Panema Joe is sure to be Oiere. In Uontezuma'a Revenge he 
gets more then he bargalnad lor as you help Nm through 100 Oenger tilled 
cha mber s M the Aztec emperor*• fortress the slakes? Pricelees treasure. 
FWtdIng the rwcessory keys, torenes. s wor d* end amulets is r>o easy task e* 
Joe trie* to avoid deadly snakes, spiders ar>d bouncing skulls Oleappeartng 
floors, bridge * snd laser weH* sre r>o pAcrdc eRherl 

DISK ONLY OUR PRICE £3.95 


so 
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WRTS 


AZTEC CHALLENGE 


20 NEWLY FEATURED CASSEHES 


ON CUE 


FOOTBALL MANAGER 


FRUU MACHINE SIMULATOR 


STRATOSPHERE 


MICRO RHYTHM 


LEAGUE CHALLENGE 


MOLECULE MAN 


SPACE WARS 


DARTS 


LAS VEGAS CAS NO 


PHANTOM 


FREE ■ MASTER CHESS when you order 3 or more cassettes 


h4ew Alan Umt * I&sms 65 
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Some new ... some old ... 


THE ETERNAL DAGGER 1 

r 

A highly rtcofnmdndtd follow up to 

1 WInrd'b Crown, tttis fully graphics based 
fantasy rola playing gams will kaap you 
antrancdd aa you battSa through th« wlWar* 
nass in search of the enchanted weapon 
that alone can save the folk of Middle 

World, Full of magic, mystery and imrigut 
this ia one of the best adventures on the 

Atari. 

DISK 

ONLY 

OUR PRICE £6.95 


BATTALION COMMANDER 


SCOOTER 


Scooter oMdt your holp to pot 
tnreugh tno olght lovtio of 
•nchiniod bulidirtg. invonUvo 
tropt ond unuouil gkmmiekt 
■bound. Wt^rd loundo hovo boon 
boird from tho rtow building tnd 
tho conolructlon mon oro 
•pookod. Whit eouW H b«t R’i 
your job to movi Scootor up 
through iho okght lovolo to find 
tho Mcrol. But don't think H'i 
golr>g to b« or oooy tiiki 

DISK ONLY 

OUR PRICE £3.95 


LASER HAWK 


Vour Lioor Howk hollcoptof It 
roody to go, bvt or* yout To doo* 
troy Iho hvo eommond eomroo ol 
tho ovil Proe koto, your ohtp wW 
hovf to outlly or MOOI OmOv Ri 
Inerodibli dofoneo tyoiimi 
which Irtehido ok eannont, tmorl 
mloolioo, toHing moloo<«to«, h#«i 
rtyo ond Mgh lovol bomboro. Eyo 
■tunning grophleo end unbol U v 
■Wo nofvsaop oetton nwfeo thio 
gomo 0 «Hnno«! 

DISK ONLY 

OUR PRICE £3.95 


CASSETTE 

ONLY 


Aa OKCRing rool-Utno uctleol gomo whh you no 
lioutonont colonol in chorge of on ontiro 
omieurod batlollon. Choooo from ftvo difforont 
oconorioo from »trolning mkoolon •golnot a 
Sovloi link botUlion to tough oosignmorto 
■goln>t the Chineoe. You eon odjuot the rolotlve 
■trongtho of your fereoo and tbo opposition ■r>d 
ehoooo from oo ditforont torroin mopo and fhro 
dRfofont oeonortos. Enough variety to last tot 
yooral 

OUR PRICE £4.95 


SEA BANDIT 


ChoBongt tho myotortouo torcoo 
ot Iho doop oc oo n oo you ooorch 
for gWiorWig tool kooouroo. Thoro 
ort eencoolod mlnoo whi ch oro 
lounohod from tho iho ocoon 
floor ond you muot oc il v olo your 
irUno owoop boforo rtioy txplodo. 
Oufch rofloxoi oro noodod If you 
wont to got through ill 12 lovols 
of IMO undirw o ttr o o copodo. 


DISK OR CASSETTE 

OUR PRICE £3.95 


ARKANOID 

One of Iho boat adapeationa of ail 
dmo. Taka Iho aimpio but highly 
aodkma concopt ei Braakout and 
add docona of vartstiona, anhonea- 
manta and anraa and you havo on# 
of the boot oomputa' gomoa of all 
TWa la Mgtily addlcdva ond ehal* 
langing and a muot for anyona who 
boa nM yat aiperloneod lha addle* 
tiva noiura ot tha world of ArkanoM. 


CASSETTE ONLY 

OUR PRICE £2.95 



PANZER 

GRENADIERS 

In KUt MlHWf* wnfffmf fppu 

mill# tn* H oiaienr Nr • rtgirmw 
(ho •HM ir m ourtB inftnirr ■itoehvO te 
tn« Ortnaeiart. v*yr Nre** 

WM vxlyoa manor, o n mo^, *tnMr 
(V, oamtwr orw Tipor immio Tnt Kw*. 
•l«r ononty N Oten W d Uy Ih* oomfM* 
Nf wHtch wM no»o»ly ChWWno* y«y 
iwth It* own aomoWmant al IrHiMry, 
(onht and ano-wmi ouna. Thraa lavaia 
of amayrty, >ayatiaH aantrai. hi-raa 
araoMoa 

DISK ONLY 

OUR PRICE £7.95 


DECISION IN THE DESERT MIG ALLEY ACE 


Taka eonwnand at IM MtiM of El Ala- 
moiA. You eon laod owar aida in oua 
aeeurata aM'ulalien Itom tha ereaiora 
ai E*ia Soika Eopia 

CASSETTE 

OUR PRICE £5.95 


An aarial eembal ahwylaUoii aat In 
Koraa with 30 orwMca, cwcfcpk In* 
atnananonen, u wiafare aUl lartia and 
thueh men 

DISK 

OUR PRICE £6.95 


COLOSSUS CHESS 4 

Ctaftmw to bw thtw b«wt 6b*** proor*m bf 
all, Xh* wrll*r* Of S*rgon 111 would di** 
agr**. but tfiara la rio doub tbla la a fin* 
eb*a* almulatlon particularly for adv- 
anc*d playara 

CASSETTE OMl_Y 

OUR RRIOE £ 3.95 


MAKE 

A 

COMMITMENT 

BUY 

SOMETHING EXTRA 


BLUE MAX 

Evaryona mual have haad Of thia 
world w* Two 9.0 dyvig pan*. Wa no 
tonpar lava tha ROW caikidge bul IMa 
eWaaie can ba yo«n on dw a ha^' 

DISK ONLY 

OUR PRICE £2.95 


SUN STAR 

Tha &(ai Sbr ia lha laataW and meet 
powartui craft aww buM aW you muat 
pkel M to newer ciiWoli hom lha 
sda grw. A f gnay dmanm game. 

DISK ONLY 

OUR PRICE £2.95 


FS2 SCENERY DISKS 

WE HAVE A UMtTED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT £9.95 EACH 
‘PLEASE PHONE 
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/4(Aaitci6lc 


JEWELS OF DARKNESS 

Tivss svpsro. eiaesc. sOvoAturss ««h W colour 
TspNcs ChooM from Cotossai Mvanturs, Mvw- 
lurs Ouest or Dungeon AcNonfeire m you lake on 
me cnaiangs oi ir« tnyvwa worlds cfseted by 
Laval d The Premif coieetiQn ntealy pacfcagM 
wiVi a64 page book 


CASS 


OUR PRICE £5.95 


GAMES 


ZAXXON 

One of Ihe aH ume classtcs lor tne Alan. Zaxton sel 
new sianMrQc witn as untQue 9 o*mer«ionei bene* 
field and great graphics 

DISK/CASS OUR PRICE £2.95 

TAIL OF BETA LYRAE 

Our A*Z of Aun Sofhvare senes says 'The uikmaie 
'Scramble' ctorta 'Mth suoerb graph^ and muec * 
a greet riorisonui scroler 

CASS OUR PRICE JUST 95p 

FIGHT NIGHT 

Fight Night onnga you aS the Ihntls of the O c w ng 
ring as you face the moot brutal HgMars ever n Ave 
separate banes. 1/2 pkiyers 

ROM OUR PRICE £7.95 

SPEED HAWK 

One of Aten a last games lor ne d*(W can now be 
yours el budget price' A emooMy scroAng ereaOe 
game tn which you mutt defend me nng worioa of 
your edar system from prana 

CASS OUR PRICE £2.95 

PANZER GRENADIER 

A wargame of Qermen armoured mfamry on the 
Eestem Front Ftva hisioncal smuMone. sM 
levels, loystich control, graphics 

DISK OUR PRICE £7.95 

NIBBLER 

SlmKing mrough an unknown land NiO&lar Snda 
htmself in an indeecertt world of cooetarK change 
Aa time grows shod hia body grows longer and he 
risks running into himaeif Can he survive^ 

DISK OUR PRICE £1.95!! 

JINXTER 

An adventure from Megnetic ScroSa. Fta learn that 
eel new sttndarda in adventure design AeQu*rea 
i 0 S 0 orXP&S 1 drive 


LANCELOT 

Level 9 reoeaie me ime cd wtzards and me 
Km^Rs ol the Round Table m a three pwl adven¬ 
ture spennng the complete saga of the quest lor 
meH^Grad Superblyreeewched»idsuperbly 
wrtien dee laid adventure is ful of aPnocphare and 
highly recommended 

DISK OR CASSETTE 

OUR PRICE £5.95 

ZORK 1 

One of me mod famous apreniures of an kma 
Ciaeair infocom in the ongind box and pacfcagng 
A red bargain' 

DISK SUPER PRICE £2.95! 

US FOOTBALL 

M>encan Foomei« now a Oiq craze n tm country 
and you can now play d home Outsmart the 
Oelinca. make tack las salaci plays and more 

ROM OUR PRICE £7.95 

EASTERN FRONT (1941) 

The rtatnc war nmuH k cn by Cnns Crawlord itwi 
■atounoed Alan ueere when < wee rdaased Raeed 
on OperakoA 6aibaroeaa on me border ol Ruaeie 

ROM OUR PRICE £6.95 

SUPER BREAKOUT 

ereekou wee me ongewi dmp4 yet lotaify addc 
Uve game wid m« enhanced varwon Mil provide 
even more aodieove tun. Needs paddlea 

ROM OUR PRICE £3.95 

ONE ON ONE 

Play baaksiDdl wim two of Amsnea's top ptayers n 
ifna grad apons eimuiakon when leaiuraa raaMac 
offaneive and dsten»ve movsa 

ROM OUR PRICE £7.95 


CAVERNS OF MARS 

Winner ol one ol the fird Man programmmg com* 
pas b o n a. Vms was ona of ma ftrsi verbcai tcroasm 
wtd rentdrw much sougM abd LAST PEW WITH. 
OUT BOX BUT WITH FULL CAtGINAL MANUAL • 


DISK 


LOW PRICE £4.95 


DISK 


OUR PRICE £7.95 


MAXWELL’S DEMON 

A simple yetchaPen^ng puzzte game wheh wd gal 
you W ta Sy adthdeo m fact two games m one toi 
doubisthelun 

DISK OUR PRICE £1.99 



MR ROBOT A HIS 
ROBOT FACTORY 

One of the mod famous pfdtonn games Ihd has 
you rwnng and iwnpmg over everything m sighi A 
raatty dasay game 

DISK OUR PRICE £1.95 

STRANGE ODYSSEY 

A] the galsry s ran. there are r e w a rO s aplenty to be 
harvested from a long-deed aken dwkzaaon Faou* 
loue graphic athenhire 

DISK OUR PRICE £4.95 


APPLICATIONS 


LETTER WIZARD 

For those who need a Hue more sophistication m a 
word processor. Letter Wizard gives you all of the 
lealuree you would expect 

DISK NOW ONLY £5.95 

INVITATION TO 
PROGRAMMING 2 

EnMed Wniing Vour Own Programs, compnees 
TWO cassettes and TWO workbooks and does not 
requre Invltakon To Progrtinming 1 

CASS OUR PRICE £2.95 

MUSIC PAINTER 

An exc«r>g aducaiionai program mat hdps to leach 
mueie by uamg coloum mstaad of notae. For ehil* 
dranor aouhs akke 

DISK OUR PRiCE £7.95 


BASIC CARTRIDGE 

$ome programe, especeUy some earty public do¬ 
main programs woni run on the XUXC but they will 
d you plug in the old versron of Bes« 

ROM OUR PRICE £3.95 


EDUCATION 


JUGGLES RAINBOW 

A fvd computer experience for children aged 3 lo 6 
thai leaches me concepts of above, below, left arvd 
ngN plus Wter reeogn d on 

DISK OUR PRICE £5.95 

JUGGLES HOUSE 

Another lor 3 to 6 year oUs tsechir>g Ihe corvcepti 
Ol neide, ouistde, upper and lower wim Juggles' 
Hpuee and Tpyeheif 

CASS OUR PRICE £5.95 


BOOKS 


EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

The book wem out of pnm $ years ago end ws 
have been tearchir^g fora replecement ever smes. 
We are abeoiuieiy oelighied to have found moro 
stocks of one of the bed begmer's books ever 
pubkeheo 

REDUCED PRICE £4.95 

ATARI ADVENTURES 

An sxcekent book written by adventure expert Tony 
Bndges covering adventures m general and $how- 
mg how you can rwite your own adventuree 

OUR PRICE £1.50 

WRITING STRATEGY 
GAMES 

If you are ted up with simple arcade style games 
but are no) sure of the maths rspuired m writing 
'thmkng' games feke chess hare is a book thai will 
help you out 

OUR PRICE £1.50 


ORDER ITEMS FROM THE ACCESSORY SHOP WTTH THE ORDER FOPM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAfFORD. ST16 IDR 
TELEPHONE ORDERS ACCfRTFD ON 0785 21392B USING VISA, ACCESS or SWITCH 
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FOR SALE 


XL SYSTEM: 600XL. 1010 
ov«t 30 gemM aixj 60 lypM*io 
0 sniei. bI Auri lAMf f*— 
SotoAgm, Cn»M ^ ROW ene 
VXtki OK AH for C1S0 WrK« io 
R*ui Tir»«Y. 94 SMrtcKQ Re. 

hwu al 4 aNO 

CASSETTE; 1010 CompIM. CIS 
ndudkig p E p stiWi boa Phono 
Oon« 0S73 040061 

HARDWARE; XE pkis lOOO 
win dwpiteiter tioo. XL puo lOEO 
COO Atari 400 CIS u»^ 
omki, mfl94, MnnegM «tc 
Pnorw RKlWrO CR1 903 BOOS 
CWMlLonOonl 

CLASSIC; 600)a. MO 1000 
dnirta. 100 vW 1010 m ong^tai 
OoxM $«rifiu4 • 0 can* I 
MM ErHtwwnani 11 cM. 20 
OIM indSI CMUtM* SI MOM 

Smefmtoa Rnon* 0?07 ssriso 

IN GOOD ORDER; 1060 «ivt \jn 
MMe coo. OOOXL bca«e, iMfvm. 
POWf' •i.VpIy. Cdl. MerMo* rneQ* 
<n«iMMMl2M21.eiO: (OW 
Atari LMar Voi 1 No 10 te Vei 4 No 

r. £ 20 . Pas* « muH 20 le 37. 

CIS, SO eo M Wa gamM • oAaraf 
Ptua DIV Spoocn Syrmawar w 
nwPi mera AApricaa inciudapeat' 
Afit wnfaPOriMoar. iswwow 
Traa GUM. Okanampioh. Dtvon 
ex20lNL 

XE SYSTEM: 126XE. 1060, TeuO< 
Taolal. Cantrcfc a . Printar AM*e« 
400 garnaa, 20 bwaxaM aK Many 
manuM ana moga vary good 
canMortiSOofia R dranvWa, 

SO SrariMood A«a VrtMiatgn, PTy 
mowin PU 4HB 


LYNX: Alan LyfB MTi r^iKMIada 
II Dvfy Larry M CaMoma 
Gamas avarytang *1 wrtvig 
enar Mama you* prca iNoniio 
»»ap tot 1050 or Mmc prviat. 
hM i027p««BartoBaBlorC26 
LyoB pajs 1027 awap tor good 
Rvtaaame «f C«aari pnm VMaa 
to A/hoia SoMiamA Eii«aigtma«' 
i«aglO 9723 CT O roTKngan 
HcAM 

I30XB; plua XCI3 CMBRi. py»> 
KK, 40 oaalla ^mas mttaing 
S*nt Sarvca, FiS S««a Eaffa, 
SpM* Am. NAU mags S7-67 ptoa 
P4en«t iMgs tSSi Ciaoinatoi 
VoNiV axsanottn dm CEOaj to* 
sooXL wri »4M CBOnaw ismaaa 
CSO Tat SWto 0023 757330 

VARtOUB: Two BOOXL*. 06XE 
gamas s y sm, 400. Tradi baO. 
Qrma TabM. lOtQMCiS eaa- 
saBaa. 1060 wih happy A «« set. 
wara plua gamaa ate en«ai>arie 
aasaaaa PrwtoOSn 040007 
lEaaaii 

XL SYSriH; BOOXL {Rav O w4h 

sannca nWAM. 10M MtoaM 
ngra pfotoc* fMRBh jovaaeti.ai 
Dm ad and A aaeaOM aendtoon 
eempisto ««• ai cabM. matuato 
snd ca itora lAm aMea 1. lAacafe 
Md a tow esbar PO dtosa. beeaa 
•nd avaiy ccgy el Alan Jsarand 
MALI AKnatordOO Taactooa 
sAAi eiGOdMyariaaipMtar 

wg> 2 wraaM ano ipa»a rPber a 
liwuai, CM srto laad Ci70 t« 

0700 64A337 ptottoth»n ) 

COMPLETE mrCH; Tvto 600 
XLs. 1000 onva. lOiOCMaaito 
1020 pmiar PM aO eamacHfia. 
mar«iaia and Us M aeftaara • 
aaneua and garaaa on lapa and 
Mfe.CSOOerid PnsnaRWoSDs 
304B» 


MAQAaWfcS: AMg MUM O-IO. 

6 10-100 21-35 Maibat- 
dan - raaaenabto oRan wamM 
Tal OaryOTSS 013594 

XE SYSTEM: 130XE. MD 1060 
Mma ona MOi lUa^r. paraU 
tw ttm wutoca aw cMla. lOlO 
laeonlar, 1020 pUM. Man AM 
andTeucS) TabW pM oax and 
n0UaidhM« tiaOMOOUXL 
1050 diM. aaftoara, leyabcb COO 
Pieaaa pnetia Paiar 0903 202206 

•OXE; camcUai •• graal noiuo 
candoen nu moia Ml 35 oBiNB 
oAcaaBaM pM XC13 mcoidai. 
CSO Ako aelmaia an AM and 
ROM 1020 PnM pSdHr raoM 
bM • maamg a amaa pHAK eeg 
Mtoa ao aia papat daaani toad) 
Sparapanaaduoad f7tcaia& 
tod (ftn^aert vCiOiaaieiuda 
pealaga Tai 0?73003S20 


WANTED 


OMTT SYSTEM XL «XEp6a«r C 
anSy piaaaai a good aiaraaig oiOar. 
eampiRa —I laaea ale Mpay 
t36 AM 1060 AM M«ae. 
■erimg andccmpiala. wd aa* 
cMiga^OOXS payOeara naada 
aRinacni MMaads and aePoM 
YmiaieOa>MiiPlipps,6li Ha 
rogaia Id. EaMM Mtoid 
S^OOCP 

ROM CARTA90ES: PracbM 
PpMi.iiwadaia ManBM A* 
TWna. Whp Oaras VAna aM Mm 
T euai TabW wUMn AM 
StgaiAMtoMr, bgid gni ICO 
Pimaar eeitoacben VA>aaiiab«a> 
IMS to D IMdYiPM. 34 MaydaM 

Cm sntpaan sni inp 


ULTUM H MIV MMaO, gOM 
meitoy pato Jaaon Kaitoaa, 22 
OacX Way.TixMy, Bauma. ijncs 
^10 OLE Tal ir76 42»4ClB 

PRBfTER: 10SB ptiiM wMtoC 
fnuflbaiiMvgaDeeenaMn, wd 
pay laaaefMa pnea OMcMyra, 
25CesmaaiarTait HgndMnaa, 
SLMadane SA4 TRY T« 001 
5I4 337B 

OUPP onryE; fauay loso warud 
toraoiraa • muarbadwap AM 
00510. catpdga by OSS Wnto 
vToiy, lagSaarbyRoae .Lmceto 
IM2 40T 

l/TiLfTCB; Syiwand, Brngiapn 
and A<an Siaaaaea 3 erwftfoa 
WnwwBThomM 71 Woodtotd 
Aid Rand gill KamcnsoRE 

TCddHCAL NOTES: Savva 
Many andtot Good Od^an tot 
XZS4001 MMonwtor 
lattocard * uaa guMa tor Tandaia 
TM512 Madam • brMna nen 
wertong lOOOatoraparaawdhor 
MDcapauAaadaaic PhanaS 
Barry 0232 615404 a snda to 17 
dd Pend Rd, Aanierd. Kart TN23 
2QX 


PEN PALS/HELP 


USER GROUP; Doas Biiyotia 
krvMt a a gtoup n toa Larvlat' 
aaa’ Thaa muai M ana m or 
arcund toa Capxai Aiaooaaasny 
enaimowwnara i can gait 
R$232 irpm • tor a mooam wms 
D Wtas. 16 SaBiMi Coal. WhWay 
Road Toaannam, Lanoen Nl? 

ORF 

HELP: Ooaa anyona know how to 
mai B dl atani tonia tn ona doeumani 
and aaaign yagr awn toms to um 
wdh lO-PniM on caaaino’ AM 
daaaanydna nas any gnwfiiafl 
mags t a AMR, Anatog, Atari usar, 
Eipierar Marwtor Computaatc n 
you can naip wtda to D Phawa. 

911 Httrogaia Rd. Eccisaiwi. 
BradtotceoiooEP 

PROQRAMHERS CLUB; Tha 
Alan C4aaav Pragrammars CM* 
AS ina halo you naad to preduao 
eemrntfeai aafMara Wawaaiao 
nara w nato tvaa airuggHng to gat 
to QM wan tna Aian o*m • wa oo 
wfdi Alan shOAO rtova dona Sand 
an s a a tor into to acpg. Pan 
TytSdyn, Gspai Co». Uangatoi. 
AngliiBy. Gwynadd LL77 7UR 


COMTACT la niSE ct chuRe maA nay Ba naad by iny 
Ef aiaa Atari eatbualaai tor ceetsetliu aiber avnars. Any 
■dCicc aay be ttcludad aaeepi ibeaa offeefiu saftwara es)y 
Bw aaSa ar titarbaaRa at ilMaa eneriod Uema to sale cam* 
aoUaOy. TMe Bdliar raaarvea tba fUbl to aali ar add any 
■aUce raeei aad at Wa dMcreaMn. U apace Is (UEi, no«aas 
mkf be shaf t sa e d and sMeMes may he ealtled with oWy 
talepMae DoMen helRX pwhllshed 
BMd yMT COMTACT Mtlee le CONTACT. PAOB 5. P.O. 
B<mB 4, Stafferd. ST|6 IDR. PIcdaa write y««r Mtlea ao 
i« sepataie sheet ad paper, not m pan at a letter. 


FOR SALE ... WANTED ... PEN PALS ... ADVICE ... 

HELP... 


Dl 

JS1 

r cov 

ER SAI 

-E 


There are still some dust covers left at this giveaway price but hurry! 


ONLY £2 each! 



p<wB sop pdT orPBf postopd 



ATARI 8-BIT 

ATARI ST 


PRINTERS 


600XL Compi/tdr 

354 or 314 DtBK Drivd 

ALPHACOM81 

EPSON LXeOQ 

PANASONIC KXP I0B1 

800 Compuldr 

2x354 07 314 BlPCkBd 

AMSTRAO DMP 2000 EPSON LX2500 

PANASONIC KXP 1092 

400 Ccmputer 

SM125 Monitor 

BROTHER HRS 

EPSON MX80 P/T 

PANASONIC 1150 

610 Disk Drive 

SCI 224 Monhor 

BROTHER HR20 

EPSON MX10D 

SEIKOSHA OP100 

XC11 Gaseette 

SM122S Momlor 

BROTHER Ml008 

EPSON Rxeo 

SEIKOSHA SP1200A1 

410 Cassena 


EPSON PX80F/T 

EPSON RXaO FT 

SHINWACP80A 

1027 Primor 

MONITORS 

EPSON PX8S 

GEMINI 10X 

SHINWA MPI35 

822 pnnter 

CBM 1701 

EPSON FX85 FfT 

JUKI 5500 

STAR LC24I0 


FERGUSON CM14 

EPSON FX105 

MP185 

STAR NB2410 


FfDELirV CM14TV 

EPSON 0X80 

NEC P6 

STAR NL10 


PHILIPS B50I 

EPSON LO0OO/sheet r»dd NEC P2200 

STAR NX 10 


PHILIPS 

EPSON LQ2SOO 

PANASONIC 1060 

STAR NX15 


PHILIPS MODEL 20 

EPSON LX80F/T 

PAJ4ASONIC 1082 

TAXAN KPB10 


PHILIPS CM8520 

EPSON LX66 

PANASONIC KXP 1061 


REMEMBER ALL COVERS £2 each 

Orders accepted by chegue, postal order. Access, Visa or Switch 

but please add $0p pSp per order 


PAGE 6 PUBLISHING 

Check your equipmerrt today • If it’$ not covered up 

P.O. BOX 54. STAFFORD 

'. ST16 IDR 

get a dust cover before they ere all gone 


Tel. 0785 213928 


54 


fssue 65 • New Ann Usat 









C o m m s 


FROM ST TO XL/XE 

1^ IQ ^ K Peter Hall has a set up 
U«WI% that works 

AGAIN 


s 

T 

F 

i 

I 

e 


T hariks to your oonununj %oppo*t for itie Atari Claaslc. 

I have be«n moitvaied into wrnin|{my ArM arlick to 
hopefully conirlbuio towards your marine and lietp 
other Atari users plonnln^i lo transfer fUes found from ST artd 
XL/XE usinj; an Atari 850 Interface. 

After reading the letter from Mr Den fiaverstoek In Issim 61.1 
studied the cable connections he listed and they did noi look 
correct to me. As I have successfully been transferring flies for 
the past two years or so. I managed to find the notes that I 
made when I vms making up my cable and found that my 
suspicions were correct. The cable Mr Den Baversiock had 
made up was connected up a different way to my own. 

I then checked my P.D. collection to see if I had the same 
terminal soflware as he mentioned so that t could teat my 
cable using the same soflware. 1 found Uniterm on ST USER 
cover disk for June 1S9I. Afler making a working cof^ I set to 
work and. afler a little playing around to get to grips with 
Uniterm so that I could set It up correctly, the big moment 
came with fingers crossed 1 clicked the mouse on the ST ajtd 
then pressed return on my 800XL, a few seconds later the test 
file was written to my 5T floppy disk in drive B. 11 hen set up 
the two machines to send the file back lo the AOOXt and the 
file promptly returned from whence ii came. 

I have also tested the cable wuh other software since to make 
sure the cable was compatible with other P.D. soflware. 

My ST is a 104057^ so I have included a diagram of the pin 
outs of the modem port iRS 2321 and a diagram of the 650 
inierfare KS232 port • I in case ihe 5TE ts different lo my STF. 
As far as I ran tell from the menu on 850 EXPRESS soflware it 
does not have autoprtnt as In UNITERM. Also my comms cable 
Is approx. 2 metres in length (this may be rrUn*anl for Mr Den 
Baversiock). 



THE SETUP TESTED 

ST software! 

ST TALK (the one I use). UNITERM. VANTERM 

SOOXL ' 850 Interface: 

850 EXPRESS terminal software (Public Domain). 

I set both machines to used the following settings: 
2400 BAUD 

XMODEM TRANSMISSION 
8 DATA BITS 
PARITY NONE 
1 STOP BIT 


CABLE 

CONNECTIONS 

ST 

850 

PIN 2 

- PIN 4 

PINS 

- PIN 3 

PIN 4 

- PIN 8 

PINS 

-PIN 7 

PINS 

- NOT CONNECTED 

PIN 7 

-PINS 

PIN 8 

- PIN 1 

PIN 20 

- PIN 2 
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John S Davison’s 
guide to ST music 


SOMETHING 

FOR 

NOTHING 


A few issues back wc looked at Yamaha’s TGI00 General 
MIDI compaUble aound expander module. One ahori* 
eomlnt; I noted at the time whs the limited amount ol 
voice editing you could do from kta from panel. What it realty 
needed was u dedicated editor program running on the ST lo 
enable you to get at all the voice generation parameters hidden 
deep wiihin the unit. Well, the go^ newa Is that Yamaha have 
released such a program, known as TONY, Even beiier news is 
thal it’s FREE! Yes, all you do is pop Into your local Yamaha 
main dealer and ask for a copy, or eall Yamaha themselves on 
0908-366700 for more details. 

St's a public domain program written by Y-NOT Application 
Design of Germany (spotted the name connection yet?l. with 
Yamaha as its main distributor. There's a documeniaiion file 
on ihc disk which explains Its features, and also tells you how 
10 obtain a detailed user's manual from the authors for a 
“small fee' (amount not slated). It appears to need an ST with 
I MB memory and a high resolution monochrome monitor to 
run. allhough li didn’t mention this In the documenlatlon. 
Naturally, for It to be any use at all you also need a Yamaha 
TO 100 attached lo your ST via MIDI 
Tony’s main role In life is lo provide comprehensive voice 
patch ediung racliities, bul U also acu as a voice librarian 
enabling you to easily store and manage your collection of 
TGI 00 voices. Voice editing can involve the manipulation of a 
large number of parameters, so editing software needs lo be 
carefully designed to make it easy lo use. Tony sewes highly 
here, as its numerous funciions have been given their own 
screens or windows and virtually everything is mouse driven. U 
also uses menus, toolbars, buttons, sliders, diali^e boxes, 
and all the other wldgetry of a good graphical user Iniertacc. 



The main editing screen 


The screens are all fairly intuitive lo use, but there's an online 
help facility available should you get stuck. 


THE LIBRARIAN 


After loading Ihe program you're taken straight lo the libra¬ 
rian screen, so let's look at this funcilon first. It displays ihe 
contents of up to four 64 patch voice banks, plus a scrollable 
window showing the voices contained In a selected voice patch 
IRwary file loaded from disk. The library Inflnlie capacity 
Idependingon disk space available, of course) so you can store 
as many patches as you vrtsh. You can load up to 9000 voices 
inio memory at once, bul presumably only If your ST has 
maximum memory fitted. 

Voice banks can be loaded from disk (there's even one sup¬ 
plied containing h set of new voices I or from the TO 1 DO, and 
the voices edited using Tony's Voice Editor, They may then be 
put into Ihe library and stored back on disk, or copied to any 
position In a bank for downloading back to the TG100 for 
Immediate use. 

You can also categorise any voice in the library by assigning 
one of Tony's nine predefined attributes to it. ajid later search 
for voices having a particular attribute. Pity you can't define 
your own calegctfies though You can also search the library by 
voice name or string of characters i for voices containing a 
particulaj waveform: and by number of voice elements in the 
patch. In other words it's easy lo find the voice you want even 
If you can't remember its ruime. 

Other functions allow you lo rename voices: sort the library 



Level scaling using the mouse to drag the graph 
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by vulce name: automaucally remove dupbcaie copies of (he 
same voice; print a listing of the library contents: and save and 
load library Hies to/from disk. 

Yovi can also easily audition any voice. Just select it ihen call 
up the onscreen piano keyboard and ‘play* it (at difTereni MIDI 
velocities and with modulation os pitch bend applied If re¬ 
quired) by clicking on the keys with the mouse pointer This is 
great for quickly identifying the right sounding voice from 
amongst ihe hundreds stored in your library. 


THE VOICE EDITOR 

Voice patch ediiing from (he TGlOO s from panel is very 
(ldd\y. as the unit is physieaUy very small. Scope is rather 
limited (oo, so a software editor is really the only ansvrer if 
you're into serious patch creation. Once again Tony delivers 
the goods, allowing easy editing from your ST. Having selected 
a voice on the librarian screen you can ihen switch Into voice 
edit and modify any of Us parameters displayed there. Select' 
Ing a voice also causes it to be downloaded lo Ihe TClOO s edit 
bu^er. and when you alter a parameter onscreen the change is 
made directly to the voice in the TO 100. This means you can 
hear (he effecc 8traigh( away vnthoui havtng (o perform a 
separace download operadon, 

A TO I DO voice can be buiU from one or two 'elements*, each 
based on a chosen waveform type. This allows you to create 
basic sounds using Just one waveform as Us source, or more 
complex voices usings mix of two difTereni waveforms The 
edit screen has a display window for each element plus one for 
parameters common (o both, allowing access to all (he vari¬ 
ables needed to change a sound (o your liking. 

In addition there are other parameiers (hat can be edited 
graphically. For instance, elemem volume is controlled a 
graphical slider, which you drag up or down vnih the mouse. 
Similarly, you can set the left/rlghi stereo pan position of each 
element using a horlsontal slider. Various 'envelopes' used to 
shape dlflereni aspects of the sounds, e g. the pitch envelope, 
can also be edited graphically. Each envelope is defined as a 
string of numbers, taut may be more easily visualised as a 
graph, so Tony actually displays them In line graph form. To 
alter them you Just drag the graph line into (he shape you 
want, and this automatically changes the sets of numbers 
accordingly - much easier and quicker than keying stuff in. 

THE MULTI EDITOR 


The TGI00 ran store complete multi-(Imbral setups. These 
are definitions of how the TGIDO will be configured to perform 
a particuloj piece of music. It’s possible youU wanl a diflerent 
mulu setup for each MIDI song you play, but creating them Is 
a bit of a chore - unless you have Tony, of course. 

The main Multi Edit screen Is really an overview of the 
complete 16 channel setup. It shows which voice Is assigned to 
each channel: the volume of that voice; Its lefl/righl stereo pan 
position: and its key range djspla>^ on a nuniaturc keyboard. 
Then for each voice part you can set a variety of additional 
parameters, including such things as vekxity sensitivity, pitch 
bend range, level of reverb, and so on. You can also set the 
reverb type to t>e used for all voices, and cnrTaJI reverb time 
and level. 

Tony also has a few other screens for specialised functions. 
These include a Dcumkit Editor for setting the >‘oluine, pan 
position, and reverb eOect of each drum sound; a S>'slem Edit 
screen, which aLows you to set the ’TGlOO’s overall system 
parameters such as tuning, transposition, volume, etc. There’s 



Voice editor screen shoivlrtg a two element voice 




Drum kit editor window 



Mlnejleld • a bonus game for light reUef 


also a Global Preferences screen, which controls the way 
Tony’s internal functions work. For instance you can specify 
how the mouse buttons work, set key click and menu blink, 
and (um MIDI Thru on and ofT. And should you get tired of all 
this editing activity there's even a built-in game lo provide a 
lllUe light relief It’s called Minefield, a logic game requiring you 
to locale all ihe mines randomly hidden under the squares of a 
grid without accldentaliy exploding one. 

Tony crashed a few times during use. but Im willing to forgive 
Oils under ihe circumstances. In fact, I Just can t believe 
something as good as Tony is available for free. Yamaha 
should be applauded for supporting their hl-tech music kit 
(and the STM by releasing free utility software * other manufac* 
turers please take r)otel There's more where this came from 
too, as Yamaha also have free ST versions of their SQYRREL 
and STEFFI editing software for use with QYIO portable synth 
and FX900 effects units respectively. If you use any of this kit I 
suggest you ctmiact Yamaha or one of their dealers right away 
for further details. After aU, it's not every day you can get 
something for nothlngl 


h4ew Atari Uvec • Issue 65 


S7 




































ST Budget Software 



QUALITY COMMERCIAL 
GAMES FOR £2.99! 

D Oit Markf(in£ hav« jusl released for Christmas six of. 
arj^ably, the best games to come onto (he ST markei 
in (he Iasi year or (wo. The mos( amazing thing la (hat 
(hey are only £2.99 each direct from Daze ihemselves so you 
know (hot you are getting quality and excellent value for 
money. You've got to hurry because this offer won't last for 
ever and you’ll kick yourself If you don’t get these games at 
these giveaway prices. 

You'll rind a summary of the games at (he end but here's a 
blow by blow account of what you'll get for less than three 
quid. Remember. aJl of these games have been previously been 
available at top whack prices of around £ 2 b • £30 so there's 
aiioiher reason for buying them, 
fCnough of my drivel what are they like? No sooner said than 
donel 

STORM MASTER 

You are the new Grand Magister of the Island kingdom of 
Kolia hunting assassins from the nearby Island of Sharkaania. 
against whom you are fighting a war for reasons long forgotten, 
who have murdered ihe old one as their job description entails. 
With this new responsibility you must defend the kingdom 
from the Sharkaanians and. using all the resources at your 
disposal, defeat the seven opposing cities and win the war for 
your country. Your country and the opposition have both 
learnt to harness the power of the strong winds lhal blow 
across your countries to build and use flying ships and bring 
tornados on your enemies. 

Through the Council of Seven, who control the main resour¬ 
ces of your country, you control (he game by looking after 
production control. reli 0 on, trading, leisure and entertain¬ 
ment. Intelligence, science and the command of your armies. 
Each of ihesc areas needs to be managed wisely because (he>' 
all aJTeci each other in some way. For instance If you don't 
trade you can't get supplies to build ships and If you don't 
have ships you can't raid the opposing cities. 

It takes a true politician and inspirational leader to gel the 
right mix and win the game which Is intricate but yet immen¬ 
sely playable as you experiment with a new ship which then 
explodes on take off. back to the drawing board! The graphics 
are superb and make slaying with the game very bearable as 
some of the games of this type gel boring affer a while. Nice 
arcade scenes of battling flying ships perks the gameplay up 
and the sound, as always with a SUmarlls game, is nice with 
samples used to good effect. 

This isn't a game you can play in a hour or two. A day or two 


perhaps, bui If you like strategy get ihe money In now, and if 
you axe new lo (his type of game you should try It at this price, 
you might well like II. 

BOSTON BOMB CLUB 

If you liked lemmings and all the other types of puzzle games 
(hat are currently available then you are going to love this. 
Basically you play one of the scientists in the Bomb Chib who 
have invented a game where they roll bombs across a table full 
of hazards and your job Is to make sure that (he bombs are 
exiingulshed by (he bucket of water at the end and that they 
don’t fall foul of the dangers of (he table. You can rotate pieces 
of the table and Mock areas off. you can also use springs lo 
catapult the bombs right across the table. All Ihe time the 
other scienusu are looking on and sometimes they change 
certain pieces just to make your life hard Oh. and by the way 
you musin 1 let two bombs touch as they then boih explode. 
The graphics are good and so Js (he 1920's style music. The 
game play Is rewarding and the difhculiy level Is pUched about 
right. This Is a game for (hose of you who like lo do nothing 
belter than spend s couple of hours pitting your wits agaiiisi 
the computer. A definite inclusion In any puzzlers box. 

METAL MUTANT 

You think that It's hard to play a game with one type M 
hero/ship, then bow about three? iUI with their own moves 
and weapons that are effective against different types of the 40 
aliens that you are up againstl ITils should keep you on your 
toes a bit! There are 130 different saeens to wander through 
and many different weapons that can be picked up and used 
against the aliens, all oS which must be destroyed on each 
level. The irvcIusKm of puzzle elements of the game mean that 
this will keep vou coming back, not lime after time but con* 
llnuafly over several months as changing from one form lo 
another is a skill to be mastered. The graphics are very good, 
drawn by an artist from Marvel comics who drew ihe X-Men to 
name jusl one. The sound comprises mainly of sound effects, 
but nevertheless very well done. The laslablllly of this game Is 
perhaps limited Ln that you don'i have passwords or level 
selects, only difficulty selection. It should last you as long as 
£2.99 gives really. Definitely one for Ihe arcade shooty 1 think. 

STARBLADE 

Storm Walker has a price on his head, set by Queen Oenolyn 
who believes that if she crushes Walker she'll crush ihe rebel¬ 
lion against her. You play Storm Walker in this adventure set 
Ln 3001. You must use your abilities to trade, ffghl and resolve 
mind bending puzzles in a vast game. The game Is fast paced 
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and doesn't leave you hanging around for something to hap* 
pen. It Isn’t an easy game to play as you must think about 
your actions and how to solve the puzzles set against you. This 
Is a game that is going to lake several days lo complete but you 
can save your progress to disk which makes it all the more 
bearable. 

Graphics are not up lo the standards of ihe other games In 
this offer but they are not diabolical just average. The sound 
also Is very sparse wKh spot elTecis and ’sushing* notse tor 
doors and such like. 

This isn’t one of the best games in this offer but you will find 
that II will keep you happy for a good few days as you battle to 
suy alive. Again this is the sort of game that ihe puzzle 
orientated person who bought Boeton Bomb Gub would like 
but with some action as well. 


CRYSTALS OF ARBOREA 


You’ve heard of Ishar and Ishar 2. ihls Is the game that k ^ 

started li all off. You musi gather logeiher a band of happy IJPHR 

warr lors to search for (he C rysials of Harmony i ha i. when 
united, will banish Morgoih, Lord of Chaos and all round 
rotter, who has sunk all the other lands of the earth. Yours IS 
next, will you be able to stop him tn lime? 

You start off knowing very little about what you must do to 
complete your task but you can talk to people and read notices 

and so learn of quests and deeds to do. This game set the f 

standard for what was to come as U has Id.OOO locations. ^ 

sampled sound throughout on I Meg machines and the ability v 

to save to W^M 

The graphics are superb and for a game as compllcaied as 
ihls you usually find the graphics lacking but these are slun* 

You control the game from a bar at the bottom of Ihe 
screen by buttons for directions and selecting characters. The 
use of this is Intuitive and needs little explaining. This is a 
game ihai when It was on sale for nearly £30 ii got over 90% 
rating in most mags and now that It’s only £2.99 It musl be 
worth 99 • 100% Jusi by ihe fvlrtue of the price. Some PO Is 
more expensive than this and It's only half as goodil 

Check your pocket, do you have £3? Good, pick up the phone CHRISTMAS PRESSIES! 

and get this game now. It’s brllltani. What more can I say^ 

Remember you can only gel these games direct from DAZE 
^ ^ ^ __ _ ^ MarketIng until New Years Eve 1993 • then they’re off down 

^11 r^H^W^l Vl ^ (bepubapparenlly. 

Send your cheque or postal order Inol sure about credit cards 

Here Is a game that is not just one but su games tn one. As ” Mvm a ringl lo. 
with such games you musl compete for gold medals and glory 
in six Winter Olympic sports. This is the only one of the games 
on offer (hat doesn’t come from SUmarUs. but this doesn't 
mean that it’s no good * far from it. 

The game has you in the Giant and Special Slalom. Downhill. 

Bobsleigh. Moguls and Ski Jiunping. You can pracUee each 
event separately which is most advisable as some of (he con* 
trols, especially for the ski Jump, are dlfHcult but not tmpossl* 
ble lo master. They all take different skills and temperaments. 

The graphics axe good and the look on the guy's face when 
you fly off Ihe top of the bobsleigh run is very funny. Sound (s 
the normal soundchip music. I’m afraid, but still very good. 

LastabUlly is high because of the time needed lo ixuly master 
the controls and playability is there in bucket loads. If it wasn't 
for the long loading limes it would be even belief but they're 
not too bad when you get used to them. 

There's something here for everyone, and ai 50p per game its 
very good value for money. You won’t be disappointed. 


DAZE MARKETING, 2 CANFIELD KOAD, LONDON. JVW6 30T 
TeLfOTJ; 328 2762 


From SUmorilsr 

CRYSTALS OP ARBOREA 
STARBLADE 
METAL MUTANT 
BOSTON BOMB CLUB 
STORM MASTER 

From Microids 

SUPERSKI 2 


And there moj^ teell be one or tipo 
more by Christmas - check uitfh Oaxe 
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Hey- rhfs cotourtny ksjunl 


E duca/fort doesn't aiuxiys hat>e 
to mean learning your tables 
or reading a chapterJrom a 
tatty old school book! As you ’ll see. » 
CANbe/un... 


CAN YOU SAVE 
THE WORLD? 

ROBOT ATTACK Is an mieresi- 
mu pro^am which will help improve the 
miiUipIleaiion skills of young children. 
After a colourful Utle screen and some 
bouncy music, you are asked to select a 
dlfflculiy level from 1 iprachcel to e 
(genius). 

Kobot Attack Is basically a colourful ver* 
Sion of Hangman with muiilpllcaiion 
sums replacing ihe hunt for leIters. The 
main play screen consists of four pLau 
forms each with a box at ihe end. Robots 
appear on the screen and try to reach 
these boxes before you can sucressfully 
answer the sum presented at (he bottom. 
You must use the keyboard to enter the 
correct answer. 

If your answer Is correct, the number of 
sums remaining (shown at Ihe bottom 
left of the screen) will drop by one, <)n 
level 1 you must solve five sums. This 
Increase to sixty on level 6. The current 
level is also shown at the bottom of the 
screen along wnh your score (you get 25 
points for a correct answer). 

If your answer Is wrong or you don't 
answer before a robot reaches a box. the 
foot of a giant alien robot wUI appear to 
the right of (he main play area. Further 
wrong answers will mean the appearance 
of more pieces^ There are ten in all • 2 
feel. 2 legs. 2 body parts, a neck, tvro 
arms and a head (which looks like It’s 
been stolen from a Cyberman). Needless 
to say. if the head appears, you have lost 
the game! 

If you successfully answer all the sums 
set before the robot’s head appears you 
arc shown the front page of The Times 
(from the year 2010 !) with the headline, 
"The World Is Saved', There is also a Ulile 
cartoon showing yourself destroying the 
enemy robois! 


However, should yw fall 
In your mission and allow 
(he alien robot to reach 
completion, the headline 
In The Times will read 
‘Robots Run Wild* and the 
cartoon shows a giant 
robot destroying some 
houses! 

Robot Attack Is good fun 
and will help with basic 
multiplication. All of the 
problems are from ihe 
I 13 times tables The 
overall gomepkay and ease 
of use will appeal lo youn¬ 
ger children who are Just 
beginning to karn multi* 
plicaiion. 

NO MORE 
MESSY WALLS! 

Released by the now defunct American 
iiidg.uine’Antic*, ST COLORING 
BOOK Is an excellent HO program 
which simulates lliat old friend of chU* 
dren... the colouring book! 

With ST Coloring Book, there will be no 
more ink on the carpet arid walls. All of 
the painting is done on*screenl There are 
five pictures on Ihe disk: a lorry, house, 
clown, football arul leddy-bear. 

Press Help to see (he Help Menu, Hit the 
Spacebar to move onto the Main Menu. 
Here you can choose from eleven difte* 
rent options; Paint Picture. Draw. Une. 
Page Back. Page Forward. Undo. Load. 
Save. Erase. Clear and Quit. 

Most of these options are self^ex^gana* 
tory. The one yuull use most of all is 
Paint Plclure. Click on It to begin colour* 
Ing (the lorry future autoloads with the 
prc^aml. A paintbrush icon is used to 
identify (he area you wish to paint. Select 
a colour from a choice of fUIeen at the top 
of the screen and click on Ihe area you 
vfish to paint. Hey presto - It quickly 
turns lo that colour and best of all, 
there’s no need to worry about crossing 
the lines! Very soon you'll have a cotour* 
ful plclure. 

If you want aqukt afternoon without 
having to wcf ry about erdoured Ink and 


paint appearing all over the house. I sug* 
gest you lake a look at ST Coloring Book. 
U IS an impressive piece of software from 
(he magazine which brouglil us the 
Cyber art series. 

ME, ME, ME! 

ME FIRST Is a quality educations! 
program Involving identification and puz¬ 
zle solving. A set of four pictures musl be 
(gaced In the correct sequence by click* 
ingon them with the mouse poinlcr. 
Tliere Is a selection of 24 picture sets on 
the disk (2 x 12). Each set is accessible 
from the main play area by clicking on 
Ihe relevant Icon. A (une will play and 
the four pictures from that set will 
^pear. However, they have been mixed- 
up and require .•sorting! 

The seta include on apple being eaten, a 
child dressing for school, a picture being 
painted and a ftsherman catching a fish. 
The second set of twelve are a bit (ougher 
to work out ajid also includes some haste 
arithmetic. 

You must u.'te the mouse pointer to 
place the four pictures in what you con¬ 
sider to be their correct sequence. As 
soon as you click on a picture, it moves 
smoothly down to the bottom left of Ihe 
screen. The others move alongside It as 
they are picked. 

If you get the sequence right, a tune will 
I^ay and the complete sequence wtU be 
shown as a cartoon al the centre of the 
screen. This cartoon can be played in 
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eilh«r normal or double size (by cUckuig 
on the rl^ht mouse button lo begin piny). 
The kids wtU enjoy the double size! 

If any of ihe pictures are in the wrong 
place, you must Iry again. However, this 
time the computer gives you ihe Arst 
picture to get you started. If you are stUI 
mlxed'up. the computer gives you the 
second picture. This continues until you 
get II right. 

Me Firsi Is a great program with some 
excellent graphics. Some of the 24 sequ* 
ences are quite complicated and you can 
add more by registering ihe disk with the 
author (only 85). With the wide range of 
dinicuhy, Me First wUl be of beneAt to all 
age groups! 

As an added bonus, you also get a demo 
version of KIDPUBUSHtR PHOFB3- 
SJONAL ve.O on ihe disk! Although the 
Save and Print options are disabled, you 
will be able to get a hands-on look at this 
impressive DTP package aimed at young 
writers. Features include a 11 lie* page op- 
tlon. a simple word processor, a drawing 
program and a set of four fonts. By regia* 
tering the disk (8251. your child vnil be 
able to gain access lo ihe complete ver* 
a Ion and print oui professional* look mg 
homework. 

BEAT THAT 
SPELLING TEST 

Even If your school days are a distant 
memory, you will no doubt suil remem* 
ber that horrible thing known as the 
spelling teal! Well, LET'S SPELL 
(FIRST 600 WORDS] is hereto 
help the kids of today improve iheir spell* 
ing skills and pass any spelling test their 
teacher might spring on them! 

This Shareware version of Lel s Spell 
gives you access lo 100 of the 500 words 
available wllh the registered version 
(£ 10). A title screen leads lo a selection 
menu offering 25 picture icons all in glor* 
ious colour. Unfortunately, only the four 
Icons in the second column are available 
in this version. These are ihe Oreengroc* 
ers Shop. Bathroom. Playroom and 
Farm. Approximately ](X> words are 
available over these four scenes - more 
than enough to keep the kids busy! 

After picking a scene, let's say the bath* 
room, you move on to a beautifully 
drawn picture with lols of objects scat* 
tered all over the place. Abell will sound 
whenever you move the mouse pointer 
over an object that you can spell. In the 
bathroom scene these objects include a 
bath, toothpaste, toilet paper, etc. 

Click on an object le.g. the bath) to 
enter the Spelling Screen: the place 


where all the vmk is dorte! Here you wUJ 
sec a lower-case character set. a "Anish* 
box. an *oops* box. two blackboards, the 
British and French Aags. a ihermomeier 
and a frlerxily dragon. YouU also see a 
large piciure of a balh at (he centre of the 
screen. 

To spell (he object, you must use (he 
mouse pointer to click on the lower-case 
letters at the bottom of the screen. As 
click on a letter, you'll hear it In 
clear, digitized form. I.e. if 
you click on (he you'll 
hear "buh*. A protesslcmal 
(ouch! If you make a mis* 
take whilst entering the let* 

(ers just click on (he ‘oops* 
box to delete a letter. Click 
on the *Anish* box when 
you're Anished. 

If you majistge lo spell ihe 
wot6 correctly you wiU hear 
*Well done* and a tune will 
play. Also, (he dragon wiU 
smile! However, if you get ii 
wrong, he vdU be very cross, 
show you the vrord and 
make you try again. 

By clicking on the Bmish arul French 
Hags you can change ihe Spelling Screen 
to French, li makes a good French die* 
denary! 

The blackboards are used lo sei the 
level of play. The small one is for ages 4*6 
and the other Is for 6*. You can also use 
(he thermometer to aJier the dlfOculty. By 
clicking on it you wUl be shown if you are 
hoi (I.e. dooe) to the correct letter. 
Another dllTlcuIty selling can be selected 
by clicking on the e>TS of the dragon. 

This IS called ’look. Cover. Spell and 
Check* In other words, you see (be word 
for a period of lime, it Is then covered up 
and you must spell it. Finally, the word Is 
checked for accuracy. The authors of 
Let's Spell claim that this is *a well vaJi* 
dated learning method and is adopted in 
many schools.* 

There are many more features in Let's 
Spell! 1 liked the ability to display or print 
a table of results. Great for presentations 
aAer a work session (and don't forget lo 
add a gold star and happy face alongside 
your dcksll. 

This program will undoubtedly help 
children to improve ihetr spelling skills. 


s 

T 

F 

I 

LET'S SPELL Is one oj the very ^ 
bes t educatton prog rams for the ® 

ST and well worth registering 


It is also interesting enough to hold their 
Interest for a reasonable length of time 
with colourful graphics, bouncy music, 
happ> faced dragons, digitized speech, 
eic.! True interactive learning. 

By registering the disk with Ihe authors 
you will gain access to another 400 
words, keyboard input, an editor, etc. 

The regisiered version of Lei's Spell (First 
500 Words! is priced atfilO • excellent 
value f^ money considering II could 
quite easily sell for over £26 in the High 
Street! Check out (he Shareware version 
and Tm sure you'll agree! You'll also get 
KM words to keep the kids quiet for a 
while (before they start scratching the TV 
screen with a plastic Tyrannosaurus 
Rod). 

Education ran indeed be funf 


ROUNDUP RATINGS 

Let's Spell 89% 
Me First 86% 

ST Color Book 84% 
Robot Attack 75% 



The disks Jeatured in this review are all available from 
the Page 6 ST Library* Check the latest ST catalogue and 
updates or phone 0785 213928for further information. 
Disks featured this issues are ST775 • LET'S SPELL, 
ST323 • MB FIRST and ST290 • COLOUR BOOK 


ROUSDUP conducted by Stuart Murray 
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ARCADE 



NINJA OF THE 
Nth DIMENSION 



C an you Ima^nc 1(? On his way 
home Zool saw a larfte blobby 
thing and went to Investigate. 

Next thing he knew was that he was 
stuck on a world made of sweets to com* 
plclc a challenge to become the "Interga* 
lactic Nlnja“ 

Well ihat 8 the hype and story over and 
done with but Is the game that very near¬ 
ly didn't make It to the ST any good? Well 
I can honestly say us stunning* Gremlin 
said It wouldn't be possible and others 
said It wouldn't be fast enough or ptay* 
able, how wrong could ihey be. 

You play Zool. obviously, the Ninja Ant 
from (he Nth dimension (somewhere near 
Tunbridge Wcllsi and you must simply 
get from the start of the level to the end. 
Sounds easy? Not a bit of It as you have 
got killer jellies, bumblebees, violins, 
walking drums, pomegranate volcanoes, 
saws, drills, chain saws, tanks, balls, tof¬ 
fee apples and hammers to contend with 
across six themed worlds. First Sweet 
World then Music. Fruit. Tool. Toy and 
(Inully Fairground World. If the baddies 
weren't bad enough then the end of level 
guardians are. they range from a banana 
and alarm dock to a glani driller killer II) 
Once you pass ihe screen sized 'sub* 
llmlnal' advertising for a certain make of 
kids lollipop you 11 gel round to the Im¬ 
portant bit. Starting the game Isn't easy 
as there's a copy protection that will beat 
any would be pirate In that Its (he best 
I've seen, apart from ihe legendary Lens- 
lock which was a pain the rear end. but 
better than any since Its the normal 
'type in a Ictler from a novella but with a 
twlsl. Once >'ou've got past ihb you enter 
the game proper and the oplion screen 
stands between you and the way home. 
The level dlJTlcully can be changed from 
hard to easy, the music is also alterable 
from just sound effects to funk. rock, 
rave, or green whatever that means! In¬ 
ertia ran be set to stop Zoo) dead or kt 
him slide cooly to a hall. You can set the 
number of continues that you have, 5 for 
the beginners. 0 for experienced Ninja's. 


Title; 

ZOOL 

Publisher: 

Gremlin Graphics 

Price: 

£25.99 

Reviewer: 

Ntc Bavington 


and finally you can 
set the speed to (wo 
dUlnent settings, 
ntvma] or fast. It's 
absolutely manic on 
the fast level* 

Helpful weapons 
have been scaiiered 
around the levels to 
aid Zool In his quest. 

The obUgaiofy smart 
bomb wUI. when c^* 
lecied. destroy all of 
(he nasties on Ihe 
screen, most useful 
when things gel hec¬ 
tic. 'Twosool* gives you a shadow (does 
that make him a Shadow Ninja?) which 
follows close behind you and Ares just 
like you so giving you double the fire 
power but remember it won 1 last. Jump¬ 
ing is made a lot easier by getting the 
jumping Zool. funnily enough, but it 
doesn't Iasi. Shields will give you invinci¬ 
bility for a while and iisuaJly pack up 
just before you need them. You can top 
upon time with a time bonus, spookily 
enough, and a IUF will give you another 
life. If you are lucky enough you'll get a 
nice Jlutlery heart that will recharge your 
battery for another fight when you jump 
on a nasty. 

You can restart at different points in 
each of the levels by punching different 
objects on each level, a sign- a half 
burled banana, a half buried remote con¬ 
trol. and again a sign on each of the last 
two levels. Each of these, when activated. 
wtJ) save you starling the level from (he 
beginning again. 

'There are four hidden levels that have to 
be found. If you watched GamesMastcr 
manv moorts ago you would have seen 
that when Zool was In devek^nnent they 
Included a hidden GamesMasler cavern 
where you can collect the words of (he 
(iUe. I haven’t found (his yet but 1 interMi 
to plav many more hours until 1 find 
them. 

The graphics hi Zool are very, v^* good 
indeed with enhanced colours being used 
on an STE. but the STFM version is sUU 
very, very playable The lack of colours 
doesn't detract from Ihe game In the 
slightest. The backgrounds are superbly 
drawn with plenty of detail and ‘culesy- 
ness'. and the s-aricty of the six worlds 
means that you are not lefl with the 
same old rock graphics all the time. 'The 


characters are, again, superb. Zool for 
Instance must have over 150 frames of 
animation m total, just for him alone 
there are 12 or more possible poses for 
Ihe Ninja ant lo be in. The baddies are no 
exception either, each of those has its 
own unique way of moving and plenty of 
smooth animation ail round, 

Playabilliy is where Zool excels. U s tot¬ 
ally addictive. Fceget Sonic or Mario, get 
Zool and be content that you have the 
most addictive thing since the last most 
addictive thing la liiile Pyihonesque but 
vdiat vras 1 supposed to say. cocaine?) 
'The alkies, totterings. balances and acro¬ 
batics of Zo^ and correct balancing of 
difficulty and plck-up-ablllly make this a 
winner. 

Don't expect this one to be pul to the 
back of the cupboard for a long while yet. 
It's far too gx>d. You'll be there into (he 
early hours trying to beat that end of 
level Guardian on the Fairground World 
so don't expert lo gel any sleep with this 
one. One thing that was disappointing is 
the fact that there Is no password facillly 
(hat allows you to go back to where you 
la.i( started from, you have lo start from 
(he beginning all the time. Another thing 
Is that the game isn i installable on a 
hard drive which, considering the almost 
perfect protection. Is unfortunate but if 
you have a second drive like me it will 
pick up that you have It and use It. 

If there is one game you should get now 
before (he pre-Christmas glut. It has to 
be Zod. It'D still be high in (he charts 
before, during and after Christmas, so 
get your copy today before it’s too late I 
Now If youli excuse me I've a Ninja ant 
wafting to beat the living daylights out of 
a Hcorice aiisort and Hnd a way home - 
he's still gCK a long way lo go! 
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HAVE YOU GOT YOURS YET? 


ENIGMATIX! 


4 9 *,^* * 


k«.<W|Wi 




A \up<rjr new arcade game which wiii prove a ehaUenge to e%’en 
the most seasoned ptayer. Controi the bounce of a baU to Jump 
onto various ptai/orms and find the exit, picking up points on the 
way. Sounds easy? What if some of the iAocks disappear after the 
first bounce? What if some of the btocks are uni^irectionai 
bouncing you back the way you came? H Aor if some biocks have 
to be used as lifts to reach inaccessible areas? Add to ail that 
reverse controi on some screens and S2 levels of increasing 
diffteuby and you have a game that will challenge you to the limit. 
If you do manage to beat all 32 levels then the fun only just begins 
for there is a level editor to enable you to create whole new games 
of your wH'fl. 

DISK ONLY Price £6.95 
EXCLUSIVELY FROM PAGE 6 


Ku. 








ir Smooth horizontal and vertical 
scrolling 

ie Excellent music 
it One or two players 
ir Access to any level already 
completed after every 4 levels 
ir Level editor to design your own 
games 


A BRAND NEW BRITISH GAME OF THE HIGHEST QUALITY 


fWDbO = 

NOW you MN ENJOy IHE PflOVEN WSSETTE TO DISK 
mSFEPSYSJEUArASAmOFtJ! 

Transdisk is a simple to use utility that will transfer 
most cassette games to disk easily and quickly 


Handles ary type olcd$wn« 
fonnat 

' Allows several gam on one disk 
' Handles cassettes that requre 64k 
memory 


Handles cassette that load 
extra levels 

Use ilavaiable memory on 

KL'XEnocNnes 

Rl step by step mstnjcttns 


NOW WITH DETAILS OF OVER 300 GAMES 
SUCCESSFULLY TRANSFERRED 

TRANSDISK IV IS NOW JUST £12.95 

ONLY FROM PAGE 6! 

Send a Cheque or postal order with the order form ondosod Of 
juil write. Credit card orders accepted by telephone on 0785 2t3926 


BACK ISSUES 


The/oIIouing Imck issues 0/ 
N£W ATARI l/SRR are still available 


Issue 31 
Issue 33 
Issue 34 
issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 


Issue 44 
Issue 45 
issue 46 
Issue 47 
Issue 46 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 
Issue 54 


Issue 55 
Issue 56 
Issue 57 
Issue 56 
Issue 59 
Issue 60 
Issue 61 
Issue 62 
Issue 63 
Issue 64 


DISKS ARE A VAtLABLE 
FROM ISSUE 74 ONWARDS 

BACK ISSUES ut £2.00 etch in the UR (be. post h ptcUag], 
£2.50 for Cwope or turbee m*ii eltewbere tod £3.50 
for Air Mtil ootsbe Eorope. Prices bclnde postage 
ISSUE D18ES are for aay kit or 64k S-bit Atari 
Each diak b £2.95.*Postage FREE b U.H 
Ofoaeas add £1 per onbr (any niunher of dliki] 

Check latest lec^letsforang special offers 

Send poor order to 

PAGE 6. P.O. BOX 54. STAFFORD. ST16IDR, ENGLAND 
ACCESS asd m accepted Takph^ 








mm ORDERS OF as or more 
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Yes, a ROM CARTRIDGE absolutely free if you order software 
from The Accessory Shop that comes to £15 or more (excludinf; 
postage). Designer's Pencil is a graphics and sound based 
programming language thai anybody can use to create great 
pictures and sound on the Atari • even if you haven V got a clue 
how to program in Basic! It could give you hours of fun and a 
great sense of achievement when you create something really 
good • and it won V cost you a penny! 

Claim your free copy of DESIGSER'S PESCIL 

when you spend £IS or more on your next order 


FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED vmH EVERY ISSUE 


CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 


DISK ONLY 


Th» (nieccm d—k Bw mw am 

all Mur* war* mRMa TM QfU OrKaryouftd EmpW 

of Zork la wall 40«umtad by rM» «Ad 0»ouaatKM 
bacama aMWta raAia«ng M Moaan’a mor* dHtievit Mvani^ 
Zorn I la Pw Waal iraradu d ory laval atfvarwupa lot biBiitft>fa or 
tfteaa wW> a Kia aa»ar«ar*ca H yw bava navar vanbiraa uAba** 
orOurM Dafora now la Aa Wna to try. H O M«ar baan ehotpu la 
oKpana your utrivaraal CMaaK artgMai Maaam pi c iii|inb ««• 
aaeaMM martual anO a map. 


OUR SPECIAL 
OFFER PRICE 


£ 2 . 95 ! 


SOME SUPER BARGAINS! 




TRIVIAL PURSUIT 

Tha moat famoua board gamt at all Uma on your Atarll 
TrWIal Puraull on your Atari takaa on • now dimanaion • 
not only ara thara quaadona to answar bul graphical 
puazlaa to aolva and tunaa to gutaa, aomtHmaa playad 
baoKwardal Ovar S.tJGO quaadorta makaa Trivial PurauH tha 
ultimata quia axpartanca for family and frtandt 

OISK ONLY 

A SUPER PRICE • JUST £2.95! 

THE TAIL OF BETA LYRAE 

Our A*Z of aoftwara says 'Tha ultimata Scrambla clone 
with auptrb grapblca and muaic. TNa humdinger of a 
horizontally acro1lir>g ahoot ‘am up waa written by Phillip 
Price with music by Gary Gllbartson. They later want on to 
write tha ARarrurta Reality gamaa'. One of the faw original 
claaalca» right up lhara with tha top arcade ^amaa of all 
time. Ohra you ayes, your ears artd your raaetlona an 
unforgattabla traatf 

ON DISK JUST £1.95! 

ON CASSETTE ONLY 95p! 


SUPER SPECIALS 


MAXWELLS DEMON 

Owe* aut tf ravtaw kn Imui 4*. Paul Riaen round tfria 
tmou aanw to ba wt»H addMava and ai iMa prtca can 
you afford not W bacanw addleMdl n’t a dHfaranf typo 
Of aama. mora too TatrM mould than an arcatf# gama 
RMmmitoH you mink and thapnea worn braak you if 
you doni gtf Miy waakad. 

DISK ONLY Reommfftded price £9.9S 

SUPER SPECIAL JUST £1.95 

MR ROBOT & HIS ROBOT FACTORY 

Ona of toa moM famoua of ptahorm oamaa ihal haa you 
iunipina awar Sra. running ovar braad m llla and bonAa, 
cambing laddara. a dding down polaa and mor* wWi 
aom# graal praphM*. Miaiif aH 22 aoraana if you ean 
and eroal* your own for navaranding tun. TMa la 

wltot alaPorm gamaa ara ad abouS. 

DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST £1.95 

ZAXXON 

On* of Iht aH tHnc rlawtra for lha Atari. Zvuon aal now 
ilii1a~iii Tftiri *rff1 laauad and waa oo plad many 
tonaa. PM youc oiatl Mroaa lha unique 3 iSmanalonal 
aaidonold anooang anamy fuel tanka. anHwIretafl tanka 
w>d miaikaa bafva Mnmng off Uvough apaoa lor tlw 
uAknfk oonflet wtti a mHpity robot • faw hava got ttva 
Zaot^ ohan o oplad. navar baoarad and Ne^R at 
IhU Wetfbay low phoal 

C A$$ ETTE Recommended price 

ONLY £9.9$ on eossetu: 

SUPER SPECIAL JUST £2.95 


ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WHITING TO 
THE ACCESSORY SHOP. PAGE 6. P.O. BOX 54. STAFFORD. ST16 1DR 
CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 
















